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by Michael G. Ryan 
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and follow the evolution of cards in the set. 

Plus: the Visions backstory, by Pete Venters, and the 
official card list. 
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Tired of being dominated by a single deck type? Top player Michael Long explains how to 
define and exploit any deck’s weaknesses. 
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The top sixteen Magic players in the world, as determined by a jury of their peers, will meet in 
Hong Kong in February to decide the top card shark of them all. With bragging rights and 
trophies on the line, the first-ever running of The Duelist Invitational is sure to be competitive. 


Magic Compendium.25 

Here you’ll find bite-sized Magic information like “WotC Picks,” 
“House Rules,” “Key Plays,” and “Single-Card Strategics,” plus 
bigger features like “Magic Rulings 8c Errata,” “Deck Clinic,” and 
“Tournament News.” Check out the Compendium’s table of contents 
on p. 25 for more details. 
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Chris Page provides a mathematical 
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by Beth Moursund 

They’re hot, so why aren’t they more 
competitive? Beth gives tips on the best 
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55 Murk Dwellers 

by Tom Wylie 
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75 Netrunner: Siren Kit 

by Glenn Elliott 

A new kit for your Corp deck, built around 
the Siren node from Proteus. 

76 Vampire: the Eternal Struggle 
Intercept—Beyond the Basics 

by Stephen Beaulieu 
Intercept decks get in your face. 

98 Magic:The Puzzling 

by Mark Rosewater 

The puzzles just keep flowing out of this 
guy. Try out the three latest ones, get 
answers to last issue’s puzzles, and check 
the corrections to Mark’s puzzling book. 

104 Lost in the Shuffle 

by Richard Garfield 
The creator of Magic, Vampire: The 
Eternal Struggle, Netrunner, and 
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In Review 


A 


For starters, 1996 was the year that saw the 
release of two new expansions: Alliances and 
Mirage. Both sets arrived after great anticipa¬ 
tion—and much concern. Would Alliances 
live up to expectations and earn players’ 
respect following a jx>or showing with 
Homelands ? Could Mirage live up to Ice Aire, 
its stand-alone predecessor? The answer, on 
both counts, was a resounding “yes” as 
Alliances and Mirage proved to be exciting 
sets boasting innovative new mechancics. 

One of the biggest changes this past year 
was not in the game itself but in the tourna¬ 
ment scene complementing it. With the 
introduction of the Magic Pro Tour, compe¬ 
tition was elevated to a higher level. Players 
turned out in droves to try and qualify for 
the Pro Tour, which provided the chance to 
turn Magic skill into cold hard cash. This 
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down to all levels as the DC1 ratings began 
to take substantial form and players could 
sec for the first time how they stacked up 
against their fellow Magic duelists. 

Regional and national competitions 
around the world posted record numbers as 
players from more than rwenty-five coun¬ 
tries competed for the chance to represent 
their nations at this year’s Magic World 
Championships. In the end, Australian new¬ 
comer Tom Chanphcng managed to outduel 
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the Magic world, The Duelist. With a new 
look and a new focus, The Duelist was over¬ 
hauled to create a cleaner, friendlier, and 
more comprehensive magazine. With new 
sections, new columnists, and new features, 
the premier Magic magazine worked to 
improve with ever)' issue. 

Hut we still have a few more surprises 
up our sleeves, h irst, I’ve been honored to 
accept the mantle of editor in chief which 
became available when our last editor chose 
to pursue other opportunities. By my side 
will be Melody Alder, a seasoned staff 
member from The Duelist who has been 
promoted to Senior Editor. (Melody, inci¬ 
dentally, starts a new column called “Straight 
Horn the Start in this very issue.) In addi¬ 
tion, I err)' Melia becomes the Managing 
Editor, and Scott McGough starts as Asso- 
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Salt Lake City for the title. 

Not all the key events of the year sur¬ 
rounded competitive play, however. With 
the introduction of “preview tournaments, 
players from across the globe had the 
opportunity to play new expan¬ 
sions before their respec¬ 
tive releases. 

Finally, 1996 
brought change to one 
other foundation of 
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our power to ensure that The Duelist remains 
the top information source for Magic and 
other trading card games. Still an active 
member of the Magic Research & Develop¬ 
ment crew, I plan to supply our loyal readers 
with the best access to the game possible. 

Second, I am happy to announce that 
The Duelist team has worked feverishly to 
bring you one of the coolest subscription 
deals ever. Imagine receiving packs of the 
latest Magic releases (in all nine languages 




(For more information on the new subscription 
program, turn to p. 32 .) 

All in all, 1996 was an exciting year. The 
only question that remains is what can we do 
to top it in 1997? I’m not supposed to release 
any information about next year just yet, but 
I promise it will be a thrilling ride. And, as 
always, The Duelist will be there to cover it. 


Mark Rosewater 

Editor in Chief 
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s 1996 comes to a close, I find myself looking back at what has been a very influential 
year in the world of Magic. From new releases to an emphasis on events to a meta¬ 
morphosis for The Duelist, the fourth year of Magic’s history has had a giant impact 
on the game. r 
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Never a Dull Moment 

Pete Venters. Artist Pete 
Venters has been drawing 
since he was three years 
old. He primarily concen¬ 
trated on line work until 
he was twenty-one, then 
turned to painting. 

“I’ve been a freelancer 
since I was nineteen, although a lot of that 
time 1 was surviving on social security,” says 
Venters. 

Now thirty, the Portsmouth, England, 
native has established himself as one of the 
premier Magic artists in the land. The cover 
image for this months issue is based on the 
I alruum Champion card in Visions* one of 
five cards Venters painted for Wizards of the 
Coast s tenth expansion set for Magic. 

“These arc among the fastest, fiercest fight¬ 
ers the 1 alruum Minotaurs produce. This is 
one minotaur that you do not want to mess 
with, explains Venters. “That feeling is cer¬ 
tainly conveyed in the very ‘in your face’ 
approach to the cover.” 

1 rimarily a self-taught artist, Venters began 
working freelance with WotC in October of 
1993, then came on board full-time in July 
1 tiS. 1 les worked on every Magic expansion 
since Antiquities (March 1994), as well as 
painted card fronts for Vampire: The Eternal 
Struggle (fifty-eight cards) and Netrunner 
(seventeen cards). 

“I can’t remember my original inspirations," 
he says, “but I loved Bisettc and Totlebenn’s 
Siivmf) Thing, Brian Bolland’s JudgeDredd, and 
( denn Fabry s S/aine. Today, I’m a big admirer 
of several Magic artists, especially Mark 
Icdin, Icrcse Nielsen, and Donato Giancola.” 

Still a freelance artist in his spare time, 
Venters doubles as a Continuity Coordinator 
at WotC. He was the primary writer of the 
backstory for the Alliances and Mirage sets and 
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also developed the background (120 pages* 
worth) for the Homelands collection. 

“[As a Continuity Coordinator,] I*m one of 
the people who builds the world and the 
many stories in which the card sets take 
place, explains Venters. Tve even got a globe 
of Dominaria at my desk!" 

No Fooling Around 

Beth Moursund. With¬ 
out question, Beth Mour¬ 
sund is an authority when 
it comes to analyzing 
strategy games. Her pas¬ 
sion for Magic is intense, 
and her understanding of 
the game’s intricacies is 
without parallel. An accomplished Magic 
journalist, “Bethmo" is also a certified Magic 
judge and frequently serves as a voice of rea¬ 
son at many WotC-sponsored professional 
tournaments. 

“The judging is fun in and of itself," says 
Moursund. “1 like watching expert players 
play interesting games, and judging at the Pro 
Tour [events] puts me right in the thick of it.” 

A Wisconsin native and 1985 graduate of 
the University of Oregon, Moursund has been 
working as a software development engineer 
at Microsoft for the past eight years. 

Her initiation into Magic occurred at the 
1993 Dragonflight gaming convention in 
Seattle. “I had read about it on Usenet. There 
was actually quite a bit of discussion about it. 
Then, at the convention, they put one booster 
pack in every' member’s packet,” says Mour¬ 
sund. “Well, to make a long story short, the 
game swept the convention.** 
a As a freelance journalist, Moursund writes 
“Deck Deconstruction” for The Duelist, and 
has frequent bylines appearing in Inquest and 
The Duelist Sideboard. 

I tried to write some strategy articles that 
didnt talk about deck building, just about 
Playing strategy, but there isn’t much you can 
about the abstract,” says Moursund. 

1 here s an intermediate ground, though, 
where you take a general class of decks and 
discuss the type of cards used, issues in build- 
mg a deck of that type and the strategy 
behind playing it. So that’s what I decided to 
do with ‘Deck Deconstruction.*** 

Were glad she did. * 
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because they’re no different 
than players in other sports. 

After reading David’s argu¬ 
ment, I found it hard to 
accept his point of view. I 
believe that although Richard 
Garfield wanted Magic to be 
an intellectual “sport,” he was 
actually comparing it to other 
kinds of strategic games such 
as bridge and chess. I don’t 
think people who play chess 
would try to exploit their 
opponents’ weaknesses by 
mentally or physically dis¬ 
tracting their attention from 
the game. Winning in Magic 
not only requires good deck 
construction but also an 
extensive knowledge of how 
the deck works. I don’t believe 
a good Magic player should 


be measured by how effective 
his intimidation tactics work 
on his opponent or by how 
well he can withstand his 
opponent’s mental harassment 
during the game. 

Steven Kuo 
Arcadia, CA 

C oncerning David Deven- 
port’s letter in Duelist 
#13,1 can only say, “No, thank 
you.” Mr. Devenport equates 
the trash talk of the profes¬ 
sional (and, regrettably, the 
amateur) sporting arenas with 
the intimidation tactics he 
favors in Magic, and the com¬ 
parison is 
probably 
just. But nei¬ 
ther should 


NGZ 

The Duelist has a big 
decision to make, and 
we’d like your help. 

WeVe pretty fond of the 
Mr. Suitcase dragon, but 
we’re not sure how you 
feel about him. 

Should the little guy 
stay in the magazine, 
or should we give 
him the cold boot 
and replace him with 
another icon? And if 
we replace him, what 

should we replace him with? To cast your vote, send a 
postcard or letter to Mr. Suitcase** Demise, c/o The 
Duelist, P.O. Box 707, Renton, WA 98057-0707 or 
email us at <duelist@wizards.com>.AII votes’are due 
by February 1,1996.And don't forget to include your 
ideas for a replacement icon if you vote to send Mr. 
Suitcase packing. 


c K anf«* ndin8 USth ° Se crcative > witt y. and fun letters so w< 
can feature one in the spotlight! 


Happy Happy, 

Joy Joy 

Y our Mirage coverage in 
Duelist #13 was awesome. 
I especially liked the little 
sidebars on “The Mox that 
Almost Was,” “Bazaar of the 
Bizarre, and “Seeing through 
Mirage .” Now I can’t wait for 
the set to come out so I can 
see all the cool cards (or 
should I say hot cards?) for 
myself. I’m especially looking 
forward to seeing Lion’s Eye 
Diamond and Spirit of the 
Night in my own collection. 
And I m also looking forward 
to reading the flavor text on 
the cards so that I can fill in 
the gaps of the Mirage story. 

Samuel Lizenfelt 
Indianapolis, IN 

Worth a Thousand 
Words 

I really like your new “About 
Our Contributors” section 
of the magazine and the way 
you’re showing pictures of 
some of the authors. It’s great 
to be able to see what you all 
look like. Now when I go to 
cons, 111 know when I’m 
staring into the face ofTom 
Wylie or Jeff Franzmann. 
Martin Trask 
Chicago, IL 

Magic Morality 

I n Duelist #13, David 
Devenport acknowledges 
Magic as a respectable, intel¬ 
lectual sport, but he then tries 
to justify the use of distraction 
and intimidation tactics to 
win a Magic duel, particularly 
at the tournament level. 

David believes that since 
other sports have players who 
routinely use trash-talking 
and other forms of intimida¬ 
tion, Magic players should 
employ those tactics too 


have a place in Magic, or any 
other TCG, whether in a 
friendly coffee-table game 
(which he derides as “civil and 
classy enough for the weak”) 
or in the most serious tourna¬ 
ment. The game of Magic, 
like the game of chess, is a 
game of conflict between 
(classically) two players, oper¬ 
ating with at least theoreti¬ 
cally equal resources. 
Intimidation and similar tac¬ 
tics were once recommended 
in chess, too. Lucena, writing 
in 1497, gave the following 
advice: “If you play at night, 
place your candle on you left- 
hand side, if by day, place your 
opponent facing the light. It 
will be the worse for your 
opponent if you play him 
when he has just eaten and 
drunk freely” (quoted by Ken¬ 
neth Harkness, Official Chess 
Handbook, 1967). Elsewhere, I 
have seen blowing smoke in 
your opponent’s face recom¬ 
mended as well. But these tac¬ 
tics, quite properly, are from 
the past, and they should stay 
there. I sincerely hope never 
to have the misfortune to 
meet Mr. Devenport over the 
table, unless he (and others of 
his ilk) mend their ways. 

Chuck Diters 
Anchorage, AK 

I n Duelist# 13, David 
Devenport claims that dis¬ 
tracting your opponent is an 
acceptable method of obtain¬ 
ing a victory. However, there 
are a lot of sports and games 
where these “tactics” are not 
considered acceptable. I can’t, 
for example, go to a chess 
tournament and continually 
berate and insult my oppo¬ 
nent. Such actions are not 
allowed in tennis, golf, bil¬ 
liards, or darts. Even boxers 
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Letters (continued) ^ 


talk their trash before the 
fight, not once the match 
starts. Mr. Devenports exam¬ 
ples refer to team sports, 
where physical contact 
between the players is either 
common or an integral part 
of the game. Mine, however, 
all deal with games and sports 
that arc one-on-one, where 
the participants are not in 
physical contact with one 
another. In fact, the only one- 
on-one “sport” that I know of 
in which the participants 
insult each other during play 
is professional wrestling, and 
I dont think this is the image 
that Magic wants for how the 
game should be played. 

Edward Brown 
Kitchener, ON 

Keeping Up with the 
Joneses 

I have been lucky enough to 
obtain an advance copy of 
Stephen Jay Gould’s new 
book, Full House. In it, he 
talks about how processes and 
events reach their limits of 
excellence. He explains how 
.4(X) hitters no longer exist in 
baseball, not because hitters 
arc getting worse but because 
the average players are getting 
better. 

Anyone whos played in a 
Magic tournament can sym¬ 
pathize with this. One or two 
or ten players may dominate 
for a while, but soon their 
decks and styles become 
known. 1 hen everyone plays 



at the same level and against 
the same decks! 

Luckily, Wizards of the 
Coast has the wisdom to 
shatter this ceiling every once 
in awhile with new expan¬ 
sions. Especially with the 
concept of pitch cards in 
Alliances, the game has sud¬ 
denly become new and cxcit- 
ing. Different decks and card 
combinations now abound, 
and everyone, from novice to 
pro, can approach the game 
with freshness. Kudos to your 
design teams, and keep up the 
good work. 

Bill Krauss 
Victoria, British 
Columbia, Canada 

Thanks for writing. Bill. Your 
letter explains exactly what the 
Research and Development 
team strives to do. 


Comments? Questions? 


GIVH US A HANOI 

Send your thou 8 ht * to “Letters," 
f~” P / yi 'W c/o Th* Duelist, P.0. Box 707, 
fid ^ Renton, WA 98057-0707, or to 
RRfck. Xwl <duelist@wizards.com>. 

■ P,easc include your name, address, 

purposes Letter. - k and P hone "umber for verification 

Poses. Utters may be edited for length and clarity. 
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Hymn’s Dirge 

H ow could you? How 
could you have gone 
and restricted Hymn to 
Tourach? Ever since Mind 
I wist was banned, we turned 
to the Hymn. In my opinion, 
the I lymn is somewhat an 
underrated card. It is not that 
powerful. You would have to 
pay two mana to get rid of 
only two cards. My point is, 
what else do we turn to for 
denial now? Mind Warp? 

Too expensive. Cloak of 
Confusion? Too slow. Mind- 
stab Thrull? Lightning Bolt 
range. You’re restricting our 
playability with mono-black 
decks, limiting our resources. 
You can sec that most 
Nccrodccks arc centered on 
the concept of denying the 
opponent’s resources, even¬ 
tually winning with crea¬ 
tures. How can Hymn be 
considered broken? Sadly, 
the world of Magic will 
rejoice and remember the 
days when Mind Twist pre¬ 
vailed, the days when we 
turned to the Hymn for 
renewed support, and now 
the days when we wonder, 

“No more denial?” 

Jeremy Beaver 
Fremont, CA 


T hank you for restricting 
Hymn to Tourach! I’m 
so tired of these unoriginal 
Nccrodecks dominating the 
Type II [Standard] tourna¬ 
ment. I mean, come on, 
people. It’s time to think of 
your own deck ideas. 

Cora Smith 
Elk Grove Village, IL 

Paper Money 

I totally agree with Edward 
Sell’s letter in Duelist #12. 
Cards that cost only seven¬ 
teen cents to make should 
not be sold at five dollars or 
more. Edward wrote that a 
card costing twenty-five dol¬ 
lars was not that expensive, 
but a card costing ten dollars 
is still expensive to me. 

Think about it: the card 
costs only seventeen cents to 
make, and, furthermore, its 
only a piece of cardboard! 

I’m not meaning to blame 
anything on you; it’s not your 
fault, but is there really noth¬ 
ing you could do? I can’t 
compete with some rich kid 
who can afford cards like 
dual lands, Jester’s Caps, 
Moxcs, and Shivan Dragons. 

I m begging you to please do 
something about the prices 
on a lot of overpriced cards 
cause I’m not willing to 
waste my entire allowance on 
a bunch of overrated cards. 

Hartman Wong 
Pasadena, CA 

Unfortunately, Wizards of the 
Coast has little control over the 
prices of cards sold in the sec¬ 
ondary card market. As long as 
people buy single cards at higher 
prices, you can bet they ll still be 
sold that way. 

Rarity Correction 

The Mirage card list in Duelist 
# 13 stated that starter decks 
contain eleven uncommons.They 
actually contain only nine. ♦ 
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• LtUtTMATlOIM BY DONATO OlANCOiA 



He commands a legion of soulless cold-iron warriors that no army of the fee can withstand. 
His city is an endless labyrinth of tunnels and roads. 

His tower is utterly impenetrable. 

He holds in his hands the power to lay waste to the magical realm of Arcadia. 

And he is utterly and totally insane. 

You can create over 291 billion unique characters with a full set of 


Arcadia: King Iron heart’s Madness. Will yours be able to stop King Ironheart's Mildness? 
Playable alone or as an extension of Arcadia: The Wyld Hunt, King Ironheart's Madness introduco 
Leagues, Waylays, Quests, Races, Merits and Flaws. One Story Pack and one Character Pack are all 
th.it players need to enter Ironheart's Madness. 


(on or 


You are a 
Dragonkin warrior. 
You have iron will. 
You are relentless in 
your pursuits. 
You possess a tome of the 
knowledge of your people. 
You have been charged by 
your lord to protect 
your realm. 

But will you have the 
Resolve to stop King 
Ironheart’s Madness . 7 




















Untap all creatures that attacked this 
turn. You may declare an additional 
attack during your main phase this turn 
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In November of 1995, the 
Windsor, Ontario Police in 
Canada were informed by a 
local retailer that two men 
were running a counterfeit¬ 
ing operation in the Wind¬ 
sor area. The police seized 
40,000 counterfeit Magic 
cards as a result of the tip, as 
well as film plates for the 
reproduction of more. Eigh¬ 
teen different rare cards, 
most now out of print, had 
been reproduced approxi¬ 
mately 2,200 times each, 
including Badlands, Deflec¬ 
tion, Fork, Icy Manipulator, 
Jester s Cap, Mox Jet, Mox 
Sapphire, Nightmare, 

Plateau, Royal Assassin, 
Savannah, Scrubland, 

Shivan Dragon, Taiga, Tun¬ 
dra, Underground Sea, 
Vesuvan Doppelganger, and 
Volcanic Island. The men 
were charged with eighteen 
counts under the Canadian 
Copyright Act. 

Apparently, the two men 
had told several print shops 
in Ontario that they were 
authorized by Wizards of 
the Coast to print the cards 
and claimed to be agents for 
the company (thus the 
allegedly high quality of the 
printing). Barbara Fisher, a 
member of the Wizards of 
the Coast Legal depart¬ 
ment, provided the police 
with copies of the trade¬ 
mark and copyright regis¬ 
tration information for the 
cards, plus samples of real 
Magic cards. She also 


confirmed that neither 
perpetrator had ever 
worked for Wizards of 
the Coast, nor were they 
authorized to make copies 
of the cards for any purpose. 

Though Fisher was sub¬ 
poenaed to attend their 
trial, the trial never hap¬ 
pened, as one of the men 
received partial immunity 
by providing police with 
evidence against his accom¬ 
plice. The other received 
sixty days in prison for each 
of the eighteen counts, for a 
total of approximately 
thirty-six months. 

On a related topic, Wiz¬ 
ards of the Coast was 
informed by one of its dis¬ 
tributors that a man operat¬ 
ing out of the European 
country of Estonia has been 
attempting to get money 
advanced to him from dis¬ 
tributors so that he could 
manufacture counterfeit 


LOTSA MOXIE: 

Police seized 40,000 
counterfeit Magic cards, 
including these Mox 
Sapphires, and charged 
the perpetrators with 
eighteen counts of 
counterfeit under the 
Canadian Copyright Act. 


cards. The distributor 
who informed Wizards 
was able to produce press 
sheets and samples by pre¬ 
tending to go along with 
the ruse. Wizards of the 
Coast now has these items 
in its possession. The sale or 
purchase of these cards is a 
violation of U.S. civil and 
criminal copyright laws. 

If you suspect that you 
have a counterfeit card and 
want to be able to verify 
that it’s counterfeit, check 
out The Legal Comer at 
the Wizards of the Coast 


website at 

< http://www.wizards.com >. 


If you know of a counterfeit 
operation that is actually 
printing cards (as opposed 
to cutting and pasting a few 
proxy cards), you should, of 
course, contact your local 
law enforcement agency and 
Barbara Fisher at Wizards 
at <fishcake@Vizards.com>. 


Wizards of the Coast does not 
offer rewards for revealing the 
existence of counterfeit cards or 
counterfeit operations . 


Wizards of the Coast Travel Club 




f you would like to travel to the Pro Tour event sites and other WotC-spon- 
sored events, you can save some money on travel expenses by joining the Wiz¬ 
ards of the Coast Travel Club. Call Mutual Travel at (800) 646-1947 or (800) 
443-4431 to get discounts on tickets with United Airlines, plus twenty-four-hour 
emergency service (in case you lose your tickets, for example). Just give them 
your group number (800-340-4494) and your Wizards of the Coast code number 
(V8J). You can also get discounts on car rentals and miles through National Car 
Rental by producing your Wizards of the Coast Travel Club Member card at any 
National headquarters, or by calling I-800-RENT and giving the 
Wizards discount number (543594). See the insert in this maga¬ 
zine for more information and for your free membership card. 


Wfzards 
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(continued) 

New Cards for Hungry 
Duelists 

Now that you’ve gotten your 
Visions fix with the preview 
cards in the Multivcrse Gift 
Box , you can start gearing up 
for the set’s actual release in 
January 1997. Check out the 
Visions preview feature in this 
issue, which includes the offi¬ 
cial card list, as well as 
“Insider Trading,” the 
Visions- themed u WotC 
Picks,” and “From the 
Library of Lcng.” 

Caught in the Web 

If you haven’t had a chance to 
check out the Wizards of the 
Coast website at <http:// 
wwsv.wizards.com >, you’re 
missing out on some good 
stuff. The WotC website fea¬ 
tures all the latest news on 
Magic, the DC I, the Pro 
Tour, Vampire: The Eternal 
Struggle, Netrunner, Battle- 
Tech, RoboRally, and The 
Great Dalmuti. 

What else do you expect 
from a game company on the 



SCHMOOZE ONUNE: YWt 

Encyclopedia Dommia* Eater of the 
Infinite, created by this month's 
Dudnt cover artist, Pete Venters. 

Web but online games? Start 
by exploring Oasis, the Web 
game based on the Mirage 
expansion for Magic. I lerc 
you’ll meet I lakim, 
Loreweavcr and follow his 
stories to find out who’s 
trapped inside the amber 
prison. Or leave Dominia 
behind in favor of the Battle- 
Tech universe: take com¬ 
mand of a beleaguered force 


Magic Euphoria 

et ready for the ultimate 
player’s guide. Brought to you 
from the editors of The Duelist, 
the AAagic:The Gathering Official 
Encylopedio is a complete guide for 
Magic cards and includes a full-color 
illustration of the most current ver¬ 
sion of every Magic card ever printed from Alpha to 
Alliances. If a card has had multiple versions in the same 
set, all versions of the card are shown.The 224-page 
oversized paperback also includes a visual guide—so you 
can tell from which set and which print run a card comes 
—a collector’s history, a section on misprints and oddi¬ 
ties. a visual guide to the promotional cards, current card 
errata, and a deck builders’ index that breaks cards down 
into over one hundred different abilities for your deck- 
building convenience.The Mogic. The Gathering Official 
Encylopedio retails for $19.95 U.S. (£14.99 U.K.) and is 
available now. 
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of BattlcMcchs defending 
the Draconis Combine world 
of 1 lanovcr against the 
invading Smoke Jaguar Clan. 
Alternatively, jack into 
Netrunner’s cyberpunk 
setting. In Webrunner: The 
Hidden Agenda, you take on 
the role of a runner on the 
trail of a dark corporate 
secret, while Webrunner II: 

The Forbidden Code puts you 
at the Security console of a 
corporation under attack by 
a shadowy conspiracy. 

And don’t forget to check 
out The Duelist Online, where 
you’ll find articles from past 
Duelist issues, plus the Ency¬ 
clopedia Dominia and the 
Artists’ Coffeehouse. 

The Encyclopedia is 
an ongoing “book” 
that features 
descriptions of crea¬ 
tures and legends of 
the many worlds of 
Dominia. It’s illustrated by 
Magic artist Pete Venters. 

Take a break in the Coffee¬ 
house to read interviews with 
and sec the art of your 
favorite Dcckmastcr artists. 
You can even get a current list 
of artists who will sell prints 
and sign your mailed cards. 

Arena’s Autumn 
Season Update 

On November 8, Arena 
began its third season in over 
forty metropolitan areas 
across the nation. This season 
features an exciting limited- 
environment format called 
Continuous Draft. This for¬ 
mat tests players’ deck-build¬ 
ing skills as it requires them 
to build a new deck from a 
limited pool of cards before 
each match. 

In Continuous Draft play, 
players begin with a set num¬ 
ber of starter deck(s) and/or 


booster pack(s) as deter¬ 
mined at the beginning of 
play. For the Autumn Season 
of Arena, each player must 
purchase three booster packs 
of any combination of Fourth 
Edition and/or Ice Age. In 
other words, players may 
choose three packs of Fourth 
Edition , three packs of Ice 
Age , or two packs from one 
set and one pack from the 
other. 

You may have played some 
form of Continuous Draft 
before; make sure you famil¬ 
iarize yourself with Arena’s 
version of this play type 
before playing your first 
match. Duelist #13 details 
how Continuous 
Draft works in Arena; 
players can find addi¬ 
tional information in 
the Arena Floor 
Rules, the Player’s 
Guide to Arena 
(available at your local store 
when you register for Arena), 
or on Arena’s website <http:// 
www.wizards.com/Arena>. 

Fifth Edition 
Is Coming 

You’ve heard the rumors 
about Fifth Edition. Maybe 
you even sent in a survey 
about changes you’d like to 
sec in it. Currently due out 
in late spring. Fifth Edition 
promises to be a worthy 
replacement for the basic set. 
With over four hundred new 
cards, about half of which 
will feature new art, the set 
will include cards from 
Fourth Edition and will rotate 
in cards from Chronicles , 
Fallen Empires , Ice Age, and 
Homelands. Fifth Edition 
will be sold in fifteen-card 
boosters that will retail for 
S2.95 and sixty-card decks 
retailing at $8.95. 
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YOUR EXPECTATIONS. 
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Insider Trading 


by Mark Rosewater 




Seeing Visions 

incc my column is all 
about foreseeing what is 
to come, it seems only 
apropos that I talk a lit¬ 
tle about Visions . An 
expansion set to Mirage 
Visions will explore many of 
the new game mechanics 
introduced in the latest stand¬ 
alone. Expect new twists on 
flanking, phasing, charms, and 
instant enchantments, plus a 
few new game mechanics you 
haven't seen. As usual 1 don't 
want to spoil anything, but 
hey, a few peeks at the set 
couldn't hurt: 

r 

■ A two-casting cost artifact J 
that makes all spells cost one | 
less generic mana to cast 

■ A 4/4 creature that can be ! 
blocked by ten 2/2 creatures 
and not be destroyed 

■ An artifact that lets you 
look at the top card of 
your opponent’s library 
and discard it 

■ An atog that eats time ^ - - «* 

■ A 6/6 flying trampler for six 
mana (and yes, it’s a dragon) 

Visions should be phasing 
into stores in mid-January. 

Gimme Five 

One of the most common 
questions I get asked is, “How 
does R6cD decide which 
cards get moved in and out 
for each new edition of the 
basic set?** Since Fifth Edition 
is inching closer to release 
(read this as “late spring”), I 
thought this might be a good 


chance to explain the kind of 
decisions that go into picking 
what cards stay and what 
cards go. (And can I help it if 
a few card names get dropped 
along the way?) 

When Magic R&D sat 
down to look at Fifth Edition , 
we had several goals in mind: 

■ Get rid of the “broken” 
cards. When a single card can 
unbalance a duel nearly every 


time it's drawn, this decreases 
the enjoyment value of the 
game. One of the major pur¬ 
poses of the basic set rotation 
is for us to weed these cards 
out. This category is the easi¬ 
est to predict, as the majority 
of such cards—Strip Mine, 
for instance—have already 
been banned or restricted. 

■ Trim some of the “over¬ 
powered” cards. Another set 
of cards we look at arc the 
ones that, while not broken, 
are still too cheap for their 
effect. Obviously, it s impor¬ 
tant for Magic to have some 
cards in this category (one 
could even say that the tour¬ 
nament scene is built around 
these cards’ existence), but we 
need to keep changing their 
roster if wc wish to keep the 
competitive game interesting. 
Swords to Plowshares, for 


example, allows a player to 
remove any creature from the 
game for just one white mana. 
This spell is so dominant in 
tournament play that a player 
using a black deck will often 
dabble in white for creature 
destruction. By taking this 
spell out of Fifth Edition , wc 
force players out of their old 
habits and make them search 
for other means to handle the 
removal of creatures. 

■ Remove the “weak” 
cards. Let’s be honest. There 


arc a number of stinkers in 
Fourth Edition. An important 
part of a rotation is to yank 
out the cards that somehow 
made it into previous editions 
and let them go to that big 
unused card box in the sky. 

Be assured that cards like 
Erosion will not make the 
cut into Fifth Edition. 

■ Spice things up a bit. 
One of the major reasons for 
releasing new editions is to 
keep the game fresh, so we 
need to keep the basic roster 
of cards always in flux. This 
means that some cards wc 
remove are more for variety 
reasons than power issues. 
Mana Short, for example, is a 
perfectly balanced card, but 
it’s being rotated out of Fifth 
Edition simply to make room 
for interesting new cards such 
as Zur's Weirding. 


■ Put in new “nuts and 
bolts” cards. Magic is an 

ever-evolving game. As such, 
expansions occasionally pro¬ 
vide us with cards that wc 
wished we had included in 
the basic game. Rotations 
allow us to move these cards, 
such as Torture, into the set. 

■ Give the players what 
they want. Finally, wc tried 
to introduce some of the more 
popular cards to the basic set. 
When players rip open a Fifth 
Edition pack, for instance, we 
want them to be happy to 
find a rare Ice Age card that 
they never managed to get 
their hands on. (And trust 
me, there arc a number of 
cool Ice Age rarcs advancing 
into Fifth Edition.) 

A Close Second 

Last issue, I promised you a 
listing of Bertrand Lestrec’s 
1994 World Championship 
deck. Always a man of my word, 
1 present the deck that almost 
won the first Magic World 
Championships: 


1 Demonic Tutor 

1 Mox Jet 

1 Mind Twist 

1 Mox Ruby 

1 Ancestral Recall 

1 Mox Sapphire 

1 Control Magic 

2 Bayou 

2 Psionic Blast 

2 City of Brass 

1 Time Walk 

4 Mishra’s Factory 

3 Argothian Pixies 

4 Taiga 

3 Birds of Paradise 

4 Tropical Island 

1 Channel 

4 Volcanic Island 

1 Regrowth 


1 Sylvan Library 

Sideboard 

2 Whirling Dervish 

1 City in a Bottle 

4 Chain Lightning 

1 Control Magk 

4 Fireball 

3 Disintegrate 

4 KirdApe 

1 Flash fires 

4 Lightning Bolt 

1 Forcefteld 

1 Black Lotus 

2 Lifeforce 

1 Chaos Orb 

4 Serendib Efreet 

1 Icy Manipulation 

2 Tsunami 

1 Mox Emerald 


1 Mark Rosewater has too many duties 1 

1 to list here, but he’s 

best known for 1 

I his Magic puzzles and as a designer * 

■ for Magic. 
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You thought it was just another mining expedition 
You thought the planet was uninhabited... 

You thought you'd be home for dinner... 


Immerse yoursell in the mysterious world of Albion. I he 
vast beauty will captivate you. The life forms will challenge 
you. I'very step of the journey will force you to re think 
your moral beliefs. Question everything, but tmst no one. 


Prepare yourself for the role-playing 
journey of a lifetime! 


rsatwrt 


August 'Ob 


















OF MOhiFYP 


technically. 


YOUKUOUJ, WCHAW HWTROtMEj A iT/*i<r 
SELLING NAGIC AT FIRST, SO- J XT > * JUIICr&t 

Fun of MCHFfi' 

VEAH...I FIGURED... A UmrvPf'OT 
ENCOURAGEMENT... A LITTLE- 

positive REiNmceMEur...ytS THIS JfcYfr 5, 

A LITTLE?AiLE... ? 



OH. 8 EG IN 
COUNTDOWN? 


VO YOU THINK HE'LL TAKE IT OH, SHUTUP ACCORDING 
A CHECK? I'LL HAVE TO A To MY CALCULATIONS 


POSTPATE IT FIVE 

i YfttRS- 


WE'RE READY TO GO 


mo y^iaKiNC 






WHY? I 5 *|P 
WE'RE HEAVY. 





AH. RIGHT. DECIMALS ARE 


IMPORTANT. I KNEW THAT. 


-^y^TALRlGHT' HOW 
Rt FAR OFF ARC > 

^r*—\ we? r-TA 


r LET'S Pur IT THIS 
\JAY. WE'RE Com) 
VO A STQ\P At,OuT 

REALLY EARLY r& 

. GAflUH(r. S.F 
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The final evolution of war has come to trading card gaming 


The BATTLETECH* TC6 is the game of devastating war-machines and 
Tactical combat. Send in 'Media® to hammer enemy fortifications. 
Marshall your forces to ensure final victory. The future belongs 
To BATTLETECH* TCE. Everything else is historg. 



iFq&q 


60-card starter decks: $#.95 / 15-card booster pecks: $2.95 
Wizards of the Coast Castomer Service: (206) 624-0933. 
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Survival comes down to two tilings, tKe role of strategy. 

And the roll of the die. 




INTRODUCING DRAGON DICE ON CD-ROM. Not since the invention of the 
broadsword has there been a more realistic wav to experience the pace of 
battle. Tbc new CD-ROM version of TSR's blockbuster bit, DRAGON 
DICK, takes you on a dangerously realistic Journey into one of the most 
challenging and popular tantasy dice games ever. 

This animated DRAGON DICE adventure, begins in eons past, when 
the strength of the sword or the spell power of a sorcerer was the only 
difference between a glorious life, and a vicious, terrible death. 

^ ou II have to use all 128 of the games built-in computer dice to build 
your own dice armies, to scout enemies, and to avoid traps. Plus each 

oano.lonod DRACON MASTERfc 0N ““ C °' R0M 

*'* lfc .' 7? !T' to i fc slraK S» JouVd ever cncoun.mj. But bownre. bocous, o»l» tkn 

extremely talented, or the unbelievably lucky will survive. 

41 Based on TSR’s blockbuster strategy hit, Dragon Dice. 

# Customize endless armies from every die avauable non TSR's original Dragon Dice (all 128) 

• """ ™™ «* m 

# " m0, *' TO ure. 

soon to, Windows !i* Download th. Into,act!,, „ www.lnt.„l», 

_ <?"*<"■> TOM. DR AGON Diet pm. «.**!, LI. 

*OIDh 9» WtogoMnavwtootTSR.* 
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Clarify how interrupts work in 
Ftftk Edition. 


iff Chari* Cabno and Henry Stem 
Tlie fed doctors save the life of 
i reader’s red/white deck- 

33 TOURNAMENT NEWS 

Hew Da rulings, plus results of 
fcoTooMtUna. 

36 fflOMTREUBftARY 
0FLEN6 

' woof's Goblin Recruiter is an 
meRent boost for goblins. 

38 SMBi-CARD STRATEGIES 

XjtfFFrammann 

great manipulation with 
of the Unseen and Shadow 
j- idmage. 

38 KEY PLAYS 

F,nd out why it's always best to 
•»lt before speaking. Plus. 
<kitone Bauble saves the day 

O tWTUGHT OK TORONTO 

•>jdo Robertson 

Rorth American city may be 
°* of Magic s best-kept 


WotC Picks 


e Psychic Friends Network—we’ve got your Visions of the future 
: here.This issue’s “WotC Picks’’ offers combos using cards from the 
t Magic expansion, and we suspect that Dionne Warwick hasn’t 
ught of any of them. 
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Shrieking Drake and 
Yavimaya Ants 

Can’t envision how you’re 
going to keep that Yavi¬ 
maya Ants in play if you 
have to pay its cumula¬ 
tive upkeep next turn? 

Let Shrieking Drake 
open your eyes to the 
possibilities. When 
this 1/1 flyer 
comes into 
play, return the 
Ants to your 
hand and recast 
it as quickly as 
you can. This not 
only resets its 
cumulative upkeep, 
but with its immu¬ 
nity to summoning 
sickness, you’ll hardly even 
notice it’s been gone. 

Vanishing and Ball 
Lightning 

Normally, the advantage of 
shock troops like Ball Light¬ 
ning (6/1, trample) is limited 
to a single turn. While unaf¬ 
fected by summoning sickness, 
it also buries itself at the end 
of the turn it comes into play. 
Add Vanishing, a A creature 
enchantment that allows your 
creature to phase itself out for 
an additional B * * and your 
blitzer will not only be able to 


stick around for multiple turns 
but also be safe from your 
opponent’s spells and creatures 
until you can use it to 
your fullest 
advantage. 

Foreshadow 
and Field of 
Dreams or 
Portent 

If Nostradamus built 
a deck, it would cer¬ 
tainly contain this 
combo for seeing the 
future—and being 
rewarded for it to 
boot. Keep the top 
card of each 
player’s library face up 
bv casting the enchant world 
Field of Dreams; then cast 
Foreshadow, a black instant 
that allows you to name a card, 
put the top card from an oppo¬ 
nents library into the grave¬ 
yard, and, if it was the 
card you named, draw a 
card. Your amazing abil¬ 
ity to “predict the future” 
will net you not only a 
one-card mill and a free 
draw, but Foreshadow s 
cantrip effect will give you 
another card during the next 
upkeep. For better secrecy, 
use Portent, a blue sorcery, to 
rearrange the top three cards in 


your opponent’s library, then 
Foreshadow away the top card. 
Portent is also a cantrip, so 
you’ll draw two cards next 
upkeep. If one of them hap¬ 
pens to be another Foreshadow, 
make another “prediction” right 
away—after all, you know the 
next card, too! 


Goblin Recruiter and 
Phyrexian Devourer 

Summoning Goblin Recruiter 
gives you the chance to put 
any combination of goblins 
on the top of your library in 
any order. Once you’ve mus¬ 
tered enough troops to equal 
a collective casting cost of six, 
use your Phyrexian 
Devourer’s ability to grow to 
its 7/7 limit by turning over 
the cards you just arranged. 
The goblins fall in, the 
Devourer swells up, and your 
opponent falls 
[ down. 


Si 


















Femeref Enchantress and 
Armor of Thorns 

This combination actually works 
with any mstant/enchantment 
card from Mirage or Visions. 

All of these cards count as 
“enchantments/ even though 
they can be cast at instant speed. 
With the Enchantress in play, 
each enchantment that ends up 
in the graveyard nets you a draw, 
turning each of these flexible 
enhancements into a cantrip 
as well. 

Urborg Mindsucker and 
Enduring Renewal 

A mind is a terrible thing to 
suck—especially if you do it over 
and over again. Pay 2 T and 
sacrifice your Urborg Mind- 
sucker, a black 2/2 creature, to 
force your opponent to discard a 
card at random. Enduring 
Renewal sends the Mindsucker 
back to your hand, so if 
you have the 
mana, 
you can 
play it and 
sacrifice it 
again. As 
long as your 
mana holds 
up, vour 
opponent’s 
brain keeps 
draining. 

Chronatog, Kismet, and Stasis 

Chronatog is the perfect com¬ 
plement to the Kismet-Stasis 
ltKk. Once Chronatog is in play, 
you can skip vour next turn to 
pump it up +3/+3. By using this 
ability over and over again you 
will have no rums and therefore 
no opportunity or obligation to 
pay Stasiss upkeep; without any 
threat of your Stasis’s going 
away, your opponent is almost 
certain to run out of cards. 

Pillar Tombs of Aku and 
Breeding Pit or Carrion 

Ah, the I hrulls—pillars of the 
Magic community. Pillar Tombs 
°f Aku, a black enchant world, 


forces each player to sacrifice a 
creature during his or her 
upkeep or lose 5 life (and bur)' 
Pillar Tombs). So while your 
opponent coughs up Shi van 
Dragons and Erhnam Djinns to 
the dreaded Tombs, you can use 
your Breeding Pit to give up 
your 0/1 Thrulls. And when your 
opponent finally runs out of 
creatures, the Pillar Tombs do 
you the added service of taking 5 
life from him or her. Or try 
combining Pillar Tombs with 
Carrion, a black instant from 
Mirage that lets you sacrifice a 
creature to get a number of 0/1 
Maggot tokens equal to that 
creature’s power, then send your 
Maggots to the Tombs. 

Song of Blood and 
Bone Harvest 

For L Song of Blood allows 
you to put the top four cards 
from your library into your 
graveyard, and for each creature 
card you turn over, all your crea¬ 
tures that attack receive +1/+0 
until end of turn. 

With Bone Har- 
r vest, a black 
instant that docs 
nothing but stack 
the top of vour 
library with crea¬ 
tures from the 
graveyard, you can 
maximize your 
efforts and take a cantrip while 
you’re at it. 

Stampeding Wildebeest and 
Pyknite 

A 5/4 tramplcr for only 2 
Read it and weep. The catch is 
that the Wildebeest requires you 
to boomerang a green creature 
you control back into your hand 
in order to bring it out, and 
again each turn to keep it in play. 
If that creature is the Pyknite, 
however, a cantrip that lets you 
draw a card during the upkeep 
after which it was summoned, 
you can recast it over and over 
again to keep your hand full and 
your options open. 



WOtC Tricks 


“Time wounds all heels .../ 9 


—Anonymous 

And with a little luck, a// creatures, too. These timing 
tricks should help you shy a few dragons, heels and all. 


INTENSIVE TUTORING 

If you want to be assured of getting the card you need 
with Visions's Vampiric Tutor, try the following trick to 
keep your opponent from spoiling your scheme. During 
your draw phase, declare your intent to draw. Then in 
response cast your instant Vampiric Tutor. Your oppo¬ 
nent can still cast fast effects, but they will occur 
before your Tutor resolves (remember that fast effects 
work last in, first out). This ensures that you will draw 
the card you have Tutored for. 

UNSUM MON’S STRENGTH 
Unsummon can be used against creatures and tokens 
in interesting ways. Since the token can't go back to 
your opponent's hand, it simply dies. For a potentially 
lethal combo on a full-fledged creature, use Unsummon 
when your opponent has no cards in hand, then use 
Disrupting Scepter to force your opponent to choose 
and discard a card. Since the only card your opponent 
will be holding is the creature you've just Unsum¬ 
moned, you know what’ll be going to the graveyard.... 

BREAKING UP THE BAND 
Those banding blockers can be very difficult to over¬ 
come—unless you're ready for them. Wait for your 
opponent to block one of your bigger creatures with a 
banding creature and one without banding. Of course, 
your opponent expects to assign all the damage to just 
one of the creatures, killing it, but the two together 
will kill your attacker. You'll be ready, though, with an 
Unsummon, sending one of those creatures back to 
your opponent's hand and leaving the other to suffer 
the full force of your attack. 

FOREST RANGERS 

If you ever need to get an extra green mana while the 
Quirion Rangers are in play, you can do the following: 
tap a forest. Then tap the Rangers to untap themselves 
(which is legal since the card only asks for a “target 
creature") and Boomerang the tapped forest to your 
hand. Not only do you now have a forest that you can 
play and tap for an extra mana. but the Rangers have 
even untapped themselves, allowing you to still attack 
with them. 


PkVj & Tndu' 
Michael G. Ryan, with 
Mourwnd. MarV 
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by Alexander Blumke House Rules 


Tribal Magic 


■ eleome to “Tribal Magic,” a Magic 

II variant in which wizards hire whole 

I tribes to fight for them. ( lames are 
I played with standard Magic rules 
I plus the following constraints for 

deck construction. 

A deck may only be made of tribe members 
kd tribal spells. Tribe members are the “Sum¬ 
mon [creature]” cards of a tribe: (iohlins for the 
Goblin tribe, Thrulls for the Thrull tribe. 

Insects for the Insect tribe.... You get the idea. 
Tribal spells arc sorceries, enchantments, 
instants, interrupts, artifacts, and even “Sum¬ 
mon [creature)" spells in which the creature type 
is named somewhere in the card s title or rules 
text (not flavor text). For instance, Goblin King 
Joblin tribal spell, not a Goblin tribe mem- 
jw;because it is not a “Summon Goblin” card. 

Some cards belong to different categories in 
different tribes. For example, Thrull Wizard is a 
‘Summon Thrull” card, so its a Thrull tribe 
member as well as a Wizard tribal spell. 

No spells other than tribe members or tribal 
spells are allowed in “Tribal Magic” because 
cards like An-Zerrins Ruins and massive crea¬ 
ture-destruction cards would be too powerful in 
the tribal environment. And such cards aren’t in 
I rib.il Magic”: tribes simply don't 
(Sue the power to command God’s Wrath or to 
predict Armageddon. 

gThe ratebooks forty-card minimum was 
adopted because some tribes don’t have enough 
tribal members or tribal spells to make a decent 
rixtv-card deck i with less than fifty-percent 

land). 

In order to make the games as equilibrated as 
possible, I introduced an “expanded Mulligan 
tulc: if a player has only one land or one non- 
bnd card in his or her hand, he or she may 
draw a new hand. Likewise, all players are 
responsible for noticing each others “mistakes, 
which arc to be taken back: the idea is tor tribes 
to win against each other, not players. 

With these rules in mind, 1 organized a tribal 
tournament featuring eight tribes. \ou 11 find 
them listed here along with their sideboards 
*od some tips for strategy. 


. .. Sokten and ThrulH m Tribal Env»rorment tourna- 
“WMHidlfcf to thank frt pteyeo who fomed him Guillaume Zuber (Ore*. 
****** tFvmjuv Gobknj). and Charles fVtnne 
5 W5 Magic:The Gathering world champion.led the 5wtss 

BiMtMitoa third-pUct finish at th»s year s Magic Wortd Championships. 


Dwarves 

4 Dwarven Lieutendbt 
4 Dwarven Sokfcet 
2 Dwarven Warrtera 
4 Dwarven Trader 
2 Dwarven Armorer 
2 Heart Wolf 
2 Dwarven Armory 
4 Dwarven Catapult 

1 Dwarven Pony 

13 Mountain 

2 Dwarven Hold 

Sideboard 

4 Dwarven Sea Clan 
(against blue) 

2 Dwarven Pony 
(against red) 

3 Dwarven Demolition 
Team {against wads) 

1 Heart Wolf 

2 Dwarven Hold (against 
damage preventing/ 
waiting tribes, tor the 
Dwarven Catapults) 

3 Snow-Covered 
Mountain (against 
Kjeidoran Guard) 

Strategy 

In tbe early game, keep 
your opponent's number of 
creatures low with Dwarven 
Catapult or kil them all at 
once later on wrth Catapult 
and Dwarven Hold. Inflict 
some damage at the begin¬ 
ning; then finish with 
unblockabte creatures 
(Dwarven Warriors) or wrth 
one giant Dwarf (Dwarven 
Armory). 

Fungus 

4 Feral Thallid 

4 Thallid Devour er 
4 Thorn Thallid 
4 Spore Flower 
4 Thallid 
3 Fungal Bloom 
17 Forest 

Sideboard 

1 Fungal Bloom 

14 Snow-Covered Forest 

Strategy 

Overwhelm your opponent 
with ten thousand Saproi- 
ings or with regenerating 
Feral ThalHds. Kid your 
opponent's creatures with 
Thom Thallid and Fungal 
Bloom. Negate your oppo¬ 
nent’s attacks with Spore 
Flower. Agamst tribes with¬ 
out (tired damage, freeze 
the game wrth Spore Flow¬ 
ers and then kil the oppo¬ 
nent with sixty spore 
counters on Thom Thallkte. 

Goblins 

3 Gobim Mutant 

2 Goblin Flotila 

4 Goblin Balloon Brigade 
4 Goblins of the Flarg 

4 Goblin King 
4 Gobl in Grenade 
2 Goblin Caves 
2 Goblin Warrens 
9 Mountain 

6 Snow-Covered Mountain 



Sidetooert 
2 Gobim Flotilla 
(against blue) 

2 Gobim Digging Team 
(against animated/ 
wadung walls) 

4 Gobim Ski Patrol 
(agamst tribes without 
flyers; also good with 
Goblin Warrens) 

1 Goblin War Drums 

2 Goblin Caves (against 
tribes with direct 
damage) 

2 Gobim Shrine (agamst 
tribes without any land 
destruction or direct 
damage) 

2 Gobim Lyre (with Goblin 
Warrens, to have a 
chance to win against 
tribes who are able to 
Fog away every attack) 

State® 

Bring the opponent down to 
5 lives as quickly as possi¬ 
ble, and finish him or her 
off with a Goblin Grenade. 

Ores 

4 Orcish Artillery 
4 Orcish Cannormeers 
4 Orcish Veteran 
4 ironclaw Ores 
1 Orcish Librarian 

3 Orcish Captain 

1 Ore General 

4 Orcish Oriftamme 
15 Mountain 

Sideboard 

2 Orcish Healer (against 
regenerating creatures) 

4 Orcish Farmer 
4 Orcish Mine (against 
land enchantments; and 
wrth Orcish Farmer land 
destruction agamst big 
creature tribes) 

2 Raiding Party 
(agamst white) 

3 Snow-Covered 
Mountain (against 
Kjektoran Guard) 

Strategy 

Do a lot of damage at the 
beginning by keeping crea¬ 
tures out of the way wrth 
Orcish Artillery or Cannon- 
neers. Then finish with 

ArtiRery or Cannonneers. 

Take advantage of Orcish 
Captain’s special ability 

for unblocked Artillery or 


Carmonneers (3 toughness). 
When it gets close, gamble 
with the Captain. Try not to 
kill yourself. 

Soldiers 

1 Kjeidoran Royal Guard 

2 Icatian Phalanx 

2 Kjeidoran Skycaptam 

1 Kjeidoran Skynight 

2 Kjekkxan Elite Guard 

3 Icatian Lieutenant 

3 Combat Medic 

2 Kjektoran Guard 

4 icatian infantry 

4 Icatian Javelmeers 
17 Plains 

Sideboard 

4 Yotian Soldier (against 
white spoiler cards) 

1 Combat Medic (against 
direct damage and 
creature-kilter cards) 

3 Shield Bearer (against 
too-quick tribes) 

2 Kjeidoran Royal Guard 
(against big-creature 
tribes) 

1 Kjeidoran Elite Guard 
1 Kjektoran Skycaptam 

1 Kjeidoran Skynight 

2 Snow-Covered Plains 
(against opponent's 
Kjeidoran Guard) 

State® 

Attack with flying or band¬ 
ing creatures and protect 
with Combat Medic. In 
stalled games, try to run 
the opponent out of cards 
by protecting yourself wrth 
Combat Medic or Kjeidoran 
Royal Guard. 

Thrulls 

4 Thrul Champion 

3 Derekx 

4 Armor Thrull 
4 BasaJ Thrul 

1 Ebon Praetor 

3 Breeding Pit 

4 Trull Retainer 
17 Swamp 

Sideboard 
1 Ebon Praetor 
4 Necrite 

4 Thrull Wizard 
(against Mack) 

1 Breeding Prt 

5 Snow-Cowed Swamp 
(agamst Kjeidoran Guard) 


Strategy 

Overwhelm your opponent 
wrth a thousand large 
Thruls. 

Wizards 

4 Pnxbgal Sorcerer 
4 Zuran SpePcaster 
4 Krowkan Sorcerer 
4 Zuran Enchanter 
4 Bakkman Conjurer 
1 Magus of ttw Unseen 

1 Thru! Wizard 

14 Snow-Covered Island 
4 Snow-Covered Swam p 

Sideboard 
3 Thru! Wizard 
(agamst Mack) 

3 Magus of the Unseen 
(agamst artifacts) 

2 K/owkan Element** 

tlMp 

11M 

1 Snow -Covered Mountain 
Strategy 

Ml all of your opponent's 
creatures wrth Pratigah 
or Zuran SpeHcasters » 
your opponent controls any 
snow-covered land, destroy 
them with Bakhivtan 
Conjurer and then attack 
wrth snow-covered lands 
Get nd of useless tend wrth 
Krovtkan Sorcerer 

Zombies 

4 Urn-DOTS Cohort 

4 Legmns of Um-Otil 
4 Gangrenous Zombies 
4 Scathe Zombies 
4 Drowned 
4 Zombie Master 
12 Snow-Covered Swamp 
4 Wand 

Sideboard 

12 Swamp (agMsnoar- 
covered swempeWkarsi 

3 Snow-Covered Wand 


Stats® 
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Magic Rulings & Errata 


A Summary of Recent, 
Significant Rulings 


GENERAL RULINGS 

Thefollowing rulings are meant to 
clarify the rule book and how the 
game works. 

1) If at the end of my upkeep I have a 
series of three Death Sparks in my 
graveyard, with a creature card 
directly above the first one, can I 
bring all three back into my hand? 
Yes. At the beginning of each phase, 
the active player handles all of his 
beginning-of-phase effects, and then 
the opponent handles all of hers. The 
same process occurs at the end of 
each phase, at the beginning or end 
of combat, and the beginning of the 
turn. Each player in turn simply plays 
all such effects in whatever order he 
or she wishes, regardless of whether 
the effect was delayed until that time 
or is simply played then. 

New effects that are generated, or 
that become legal, at such a time can 
(and typically must) be dealt with, 
unless the relevant player has already 
finished his or her effects. For exam¬ 
ple, as each Death Spark returns to 
your hand, the end-of-upkeep effect 
of the next one becomes playable, 
and you can then pay 1 again to 
return Death Spark to your hand. 

Or, if one of the active players end- 
of-upkeep effects untaps Black Vise, 
the Vise must now be dealt with. 

But one of your opponents effects 
untaps the Vise, this is ignored, since 
you are already finished. Also, if new 
at-end-of-turn effects are gener¬ 
ated once you’ve started resolving 
them, you can or must (depending 
on whether or not the effect is 
optional) resolve the new effects as 
well, which reverses a ruling given in 
The Duelist# 13. 

2) If I play Dark Ritual while Nether Void 
is in play, do I have to pay the 3 to 
avoid having the spell countered? 

No. When you play a mana source, 
the spell or effect is played, cast, and 
resolved all at once. 
Effects that trigger 
on these events 


compiled by Tom Wylie 



. re sol 
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do not go off until after the mana 
source itself has resolved. By the time 
Nether Void’s effect is played, Dark 
Ritual has already been cast, so coun¬ 
tering it would be meaningless. 

3) Can I use Seasoned Tactician's ability 
even if I am not taking damage? 

No. Effects that prevent or redirect 
“all” damage of some form target all 
of the appropriate packets of damage, 
such as all of the damage being dealt 
to one player. Thus, you can only use 
such effects if appropriate damage is 
being dealt. 

REVERSALS 

4) When exactly do I play Eye for an Eye 
or Suffocation? 

These spells are used when damage is 
being dealt to you during the dam- 
age-prevention step. They arc not tar¬ 
geted, so cannot be Deflected. 

CARD ERRATA 

The following rulings involve card and 
rulebook errata, or at least reading cards 
slightly differently. 

5) Can I regenerate a Dragon Whelp that 
pumps itself up too much? 

No. Every permanent that explicitly 
destroys itself should be read as bury¬ 
ing itself. Dragon Whelp is buried at 
end of turn if it is pumped up too 
much, but Nevinyrrals Disk simply 
destroys itself because it destroys all 
artifacts, and Prodigal Sorcerer’s 
effect simply deals damage, so does 
not bury itself if it pokes itself. 

6) Does Celestial Dawn change the color 
of mana my Elves produce? 

Yes. Celestial Dawn actually changes 


all colored mana symbols in all 
appropriate cards to ♦, not just 
mana symbols in costs. 

7) Dazzling Beauty says to play it only 
when defense is chosen, but it tar¬ 
gets an unblocked creature and noth¬ 
ing is considered unblocked at that 
time. Doesn't this make it unusable? 
No. Dazzling Beauty targets an 
attacking creature. 

8) Can I declare a null attack under Fifth 
Edition rules? 

On page 49 of the Mirage rulebook, 
the sentence beginning with “Declare 
Attackers” should instead begin with 
“The active player can declare zero or 
more attackers....” Therefore, you can 
still declare a null attack. 

9) If I steal my opponent’s creature with 
Ritual of the Machine, and that crea¬ 
ture phases out, shouldn't I have 
control of the creature when it 
phases in? 

^ es . Permanents that phase out retain 
all permanent effects that apply to 
them, not just permanent changes. 
For example, the effect of Ritual of 
the Machine will not end if the stolen 
creature phases out. 

10) Now that Reset is played as an 
instant, will Sirocco affect it? 

No. Spells and abilities that used to 
be played as interrupts, but are now 
played as mana sources or as 
instants, have errata that makes them 
that type. Exceptions are not made 
based on intent; for example, Ley 
Druids ability is an instant, not a 
mana source. 

11) Can I get a land out of my deck with 
Mystical Tutor? 

No. Lands themselves are not mana 
sources. 
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SPECIFIC CARD 
RULINGS 

12) When I play Mind Warp, who 
chooses the order that the cards 
are discarded? 

The target of Mind Warp does, 
even though you choose what s 
discarded. The effect works in 
two stages: 1) the caster chooses 
cards, and 2) the target discards 
cards. 

13) If I have multiple copies of Oath 
of Lim-Dul in play, can I sacrifice 
one to the other? 

Yes. “You cannot sacrifice Oath 
of Lim-Dul in this way” should 
be read as *.. .to itself.” 


14) What happens if I target a local 
enchantment with Spatial Bind¬ 
ing, and then the enchantment’s 
target phases out? 

The enchantment remains in 
play and then is buried because 
its target disappeared. 


15) What happens if I have multiple 
copies of Soul Echo in play? 

If your opponent chooses to have 
damage remove echo counters 
rather than he subtracted from 
your life, this launches an effect 
that is controlled by you. This 
redirection occurs at the end of 
each damage-prevention step, 
after players have had the chance 
to prevent the damage. If Soul 
Echo leaves play before your next 
upkeep, vou will still be immune 
to damage since the effect will 
still go toward removing coun¬ 
ters. 


h you have more than one 
houl Echo in play at the begin¬ 
ning of your upkeep, your oppo¬ 
nent can choose to have each of 
them take damage for you. This 
munches one effect for each such 
$°ul Echo. At the end of each 
damage-prevention step, you 
choose the order that the effects 
8° off, so you can simply have 
^e same Soul Echo lose 
counters at the end 
each damage- 
prcvcntion step. 


n simply have 
rcho lose 
:nd 
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Interrupts Made Easy 

An interrupt is a type of fast effect that 
can counter or modify other spells or 
abilities being cast. When an interrupt is 
played on a spell, a break is taken in the 
game in order to deal with it. If they’re 
not targeting a spell, inter¬ 
rupts are played by the 
same rules as instants. 

In any case, once the 
interrupts have been cast, 
you resolve them one at a 
time, last in, first out. 

The active player (the 
player whose turn It is) usu¬ 
ally has the opportunity to 
cast spells first, except in the 
case of interrupts. When a spell 
is cast or when an ability is used, the 
caster or user of that ability has first 
opportunity to play interrupts, even if he 
or she is not the active player. Both play¬ 
ers can play interrupts during this break, 
but other fast effects are prohibited. Once 
both players are done playing interrupts 
and they've resolved, then the game 
resumes as normal. 

Choices 

When interrupting a spell, the first inter¬ 
rupt cast must target that spell. The fol¬ 
lowing interrupts can do one of two 
things: The second interrupt can target 
the original spell, adding to the original 
interrupt batch. Or the second interrupt 
can target the first interrupt, not the 
original spell, thus creating a new inter¬ 
rupt batch. In this case, the state of the 
original spell is ignored until this new 
batch resolves. 

It's time for an example: Marco casts a 
Fireball. Then, in response to his Fireball, 
he casts Lifelace on it. Marco says he’s 
done announcing spells. 

Mayuni has a Counterspell. She’s got 
two choices. She can interrupt the Lifelace 
and start a new batch of interrupts 
(which will resolve during the casting of 
Lifelace) or she can target the Fireball, 



adding to the batch with the Lifelace. 

Let’s say she interrupts Lifelace, target¬ 
ing it with Counterspell. Marco and 
Mayuni now have no more interrupts to 
play, so the interrupts begin resolving. 
Counterspell is in the newest batch 
and will resolve during the casting of 
Lifelace. The Counterspell resolves, 
countering the Lifelace, so the 
Fireball is successfully cast. 

It would make more sense for 
Mayuni to counter the Fireball, 
however. Then the Counterspell 
is added to the batch along 
with the Lifelace. No other 
spells are announced by either player, so 
it’s time to resolve the batch, last in, first 
out. The Counterspell resolves first, elimi¬ 
nating the Fireball; the Lifelace resolves 
next, fizzling because its target is gone. 

So What’s the Difference? 

interrupts have been simplified somewhat 
from Fourth to Fifth Edition. To illustrate 
the difference, here’s another example. 

Marco casts a Fireball, then in response 
to his Fireball, he casts Lifelace on it (per¬ 
haps to get by a CoP: Red). Mayuni 
responds to the Fireball by casting Blue 
Elemental Blast. 

Under the old rules, Marco's Lifelace 
would resolve first, since he’s the active 
player, and change the Fireball into a 
green spell. Mayuni’s Blue Elemental Blast 
would resolve next, but it would fizzle, 
since the Fireball is no longer red. The 
Fireball would have been successfully 
played. 

In Fifth Edition, the situation works 
out differently. The resolution of your 
interrupt is no longer put on hold until 
the active player’s interrupts have 
resolved. Instead, all the interrupts that 
target the original spell resolve last in, 
first out. So Mayuni’s Blue Elemental Blast 
resolves first and counters the Fireball. 
Now the Lifelace resolves, but it has no 
target and so it fizzles. Thus, the Fireball 
is countered. 




A* usual, if you have any questions about these rules-or any ™l«foranyof 
Wizards of the Coast’s games—call Wizards’ Customer Service at (104) 4 24 0911. 
W M_f=, 9 A.M.-6 p.m. (PST), or send email to <quesdom^wlg«rdvcom>. 
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Deck Clinic 

by Henry Stern and Charlie Catino 


This issue's patient, an ailing red/white deck, was created by Kyle Smith. 
Maybe the deck doctors will tune your deck next issue. Just send your 
deck contents and a brief description of the deck, to “Deck Clinic” do The 
Duelist , P.0. Box 707, Renton, WA 98057, or to <duelist@wizards.com>. 


HENRY 

Q uick Bum is a typical 
defensive red/white 
deck that features a 
number of big flyers 
and has an Enduring 
Kcnewal-Ashnod s Altar 
combo. Quite simply, this deck 
attempts to take on too much. 
While Charlie focuses on 
improving the Enduring 
Renewal aspect of the deck, I’ve 
decided to concentrate on its 
defensive aspects and creatures. 

Playing Defense 

When playing defensively, 
your primary concern should 
be dealing with your oppo¬ 
nents creatures. If your oppo¬ 
nent Rituals out a I Ivpnotic 
Specter on the first turn, you 
must be able to stop it quickly 
or you will almost surely lose. 
Tor this, red and white offer 
Lightning Bolt, the most effi¬ 
cient mana-to-damage ratio 
spell in the game (Quick 
Burn correctly had four of 
them), and Swords to Plow¬ 
shares. Swords is an amaz¬ 
ingly under-costed spell; for 
just • you can remove any 
creature from the game, and 
any deck that has two of them 
should probably have four. 

But it’s also important in 
the later game to be able to 
stop lots of creatures at once. 
Red gives Fireball, of which 
the original deck only had 
two. 1 will generally use up all 
tour fireball slots in my deck 
before moving on to Disinte¬ 
grate (or Lava Burst or Torch) 
because Fireball lets you take 
out multiple small creatures. 

In white. Wrath of God is 
very useful for taking out 
cither multiple creatures or 


creatures that you could not 
otherwise target (like Deadly 
Insect). Wrath is most effec¬ 
tive if you can somehow 
defend against your oppo¬ 
nents creatures so that he or 
she has more than one crea¬ 
ture in play to destroy. Gencr 


ally, Icy Manipulators are best 
for holding off creatures, but 
in this deck. Blinking Spirits 
and Kjeldoran Outposts can 
substitute effectively. 

In addition to handling 
creatures, a good defensive 
deck needs to be able to 
destroy enchantments and 
land. Disenchant can get rid 
of enchantments and artifacts, 
while Pillage can take out 
artifacts and lands. Since the 
deck doesn’t have enough 
room for four of each, 1 went 
with two Disenchants and 
three Pillages (with more in 
the sideboard). Remember to 
use the right spell for the 
right target. Often this 
depends on what type of deck 
your opponent is playing. For 
example, if your opponent is 
using a lot of nonbasic lands, 


the only cards in your deck to 
deal with those threats arc 
Pillage and Strip Mine, so 
don't waste them on a non- 
critical artifact or land. 

Finally, since the deck has so 
few nonland permanents, 
Nevinyrrals Disk comple¬ 


ments the deck very well. Sim¬ 
ilar to how you play Wrath of 
God, try to maximize your 
opponents losses when you do 
“push the button." 

Hard-to-Kill Creatures 

In a defensive deck, there 
generally isn’t room for many 
creatures, so you want the 
creatures you do put in to be 
able to stick around for a 
while. In a red/white deck, 
where you don’t have the lux¬ 
ury of being able to counter- 
spell, you need to use 
creatures that will be hard to 
kill. Blinking Spirit is the 
king of hard-to-kill creatures. 
Often you will have to “block 
and blink" until you can play 
Wrath of God or the Disk. 
Also, if you have enough 
mana, you can attack with the 


Spirit, blink it, and replay it 
on the same turn. Finally, I 
added three Wildfire Emis¬ 
saries. This Mirage Efrcct has 
two features that make it very 
hard to kill: protection from 
white and a toughness of 4. 
The protection means that it 
can’t be targeted by Swords, 
and the high toughness 
means that a Bolt won’t kill 
it. The fact that you can 
pump its power for 1 £ is 
just a bonus. 

Some lands provide good 
defense as well. You cannot 
countersign Kjeldoran Out¬ 
post and can only get rid of it 
through land-destruction 
spells. If your opponent can’t 
stop you from generating sol¬ 
diers (or “dudes" as they are 
popularly called), you will soon 
be able to swarm. Also, similar 
to Blinky, you can use the Out¬ 
post’s tokens to hold off your 
opponent’s creatures so you can 
maximize the effectiveness of 
your Wrath or Disk. Mishra’s 
Factory, in addition, combines 
very well with the Disk and 
Wrath of God. 

The Usual Problems 

This deck suffers from the 
same problems that so many 
decks do—not enough land 
and no way of drawing 
cards. This month’s fix 
adds Mishra’s Factory and 
Strip Mine, as well as three 
Thawing Glaciers. 

Sideboard 

I wanted to make up for not 
having room in the main deck, 
and that’s why I added cards 
like Kjeldoran Outpost and 
Disenchant. The new side¬ 
board is anti-color-based too. 


RED 

“QUICK BURN 

s ubmuttd by Kyk Smith, JUtrtidr. 

ARTIFACTS 

it 

CA 

SIDEBOARD 

4 Blood Lust 

3 Ashnod's Altar 

1 Gorilla Shaman 

3 Disintegrate 

2 Ornithopter 

3 Guerrilla Tactics 

2 Fireball 

3 Roterothopter 

3 Red Elemental 

4 Lightning Bolt 

4 Soldevi Sentry 

Blast 

2 Shivan Dragon 

1 Zuran Orb 

2 Conversion 

WHITE 

LAND 

1 CoP: Black 

1 CoP: Red 

2 Armageddon 

12 Mountain 

2 Karma 

2 Disenchant 8 Plains 

2 Enduring Renewal 

2 Serra Angel 

2 Swords to 

Plowshares 

2 Wrath of God 

1 Fcldon's Cane 

1 Sunglasses of Urxa 
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CHARLIE 

O uick Bum Ls a fairly 
good rcd/whi>e deck, 
but it can be improved 
with a few quick 
adjustments. 

The Old Mana Problem 

The first and most prevalent 
problem with most decks, 
including this one, is not 
including enough mana. I 
added two land and three of 
the Mirage Diamonds (one 
Fire Diamond and two Mar¬ 
ble Diamonds), bringing the 
total mana sources in the deck 
up to twenty-five. Another 
mana-rclated problem is the 
color composition of the deck. 
It has six double-mana white 
spells (spells that require two 
white mana in order to cast 
them), yet this deck only has 
eight white sources of mana. I 
added white mana so that the 
deck has fifteen sources of 
white mana. Quick Bum also 
has a couple of double-mana 
red spells. In decks made up 
of opposing colors, it is very 
hard to play double-mana 
spells in each color because 
there are no pain lands for 
opposite colors. Thus, 1 added 
a couple of City of Brasses to 
make the casting of double- 
mana spells easier. I also 
removed most of the double- 
mana red spells. 

Not Enough Focus 

The other main problem with 
this deck is that it is trying to 
do many different things, and 
because of this, if s not doing 
*ny of them well. It has some 
weenie creatures and Blood 
Lusts, but with only thirteen 
total cards focused on this 
strategy (nine small creatures 
^ four Blood Lusts), you 
n ecd to draw a lot of these 
carc k in the beginning of the 
&*me in order to have a sig- 
Hifcant impact, and these 
car d$ are not nearly as strong 



HENRY’S DECK 

CHARLIE’S DECK 

RED 

RED 

4 Fireball 

1 Earthquake 

4 Lightning Bolt 

2 Fireball 

3 Pillage 

1 Kaervek's Torch 

3 Wildfire Emissary 

2 Lava Burst 

WHITE 

2 Lightning Bolt 

1 Volcanic Geyser 

1 Balance 

3 Blinking Spirit 

WHITE 

2 Disenchant 

1 Disenchant 

1 Land Tax 

3 Enduring Renewal 

4 Swords to Plowshares 

2 Enlightened Tutor 

2 Wrath of God 

3 Exile 

2 Wrath of God 

ARTIFACTS 

2 Nevinyrral's Disk 

ARTIFACTS 

1 Zuran Orb 

3 Ashnod's Altar 

2 Brass Man 

LAND 

1 Fire Diamond 

2 Kjeldoran Outpost 

1 Fountain of Youth 

4 Hishra's Factory 

2 Icy Manipulator 

9 Mountain 

1 Jalum Tome 

11 Plains 

2 Marble Diamond 

1 Strip Mine 

2 Roterothopter 

3 Thawing Glaciers 

1 Shield Sphere 

SIDEBOARD 

1 Hammer of Bogardan 

3 Soldevi Sentry 

1 Triskelion 

1 Pillage 

LAND 

3 Pyroblast 

2 City of Brass 

1 Wildfire Emissary 

9 Mountain 

2 CoP: Red 

2 Disenchant 

11 Plains 

2 Karma 

SIDEBOARD 

1 Feldon's Cane 

1 Anarchy 

1 Ivory Tower 

3 Burnout 

1 Kjeldoran Outpost 

1 Pyroclasm 

2 Red Elemental Blast 


2 CoP: Black 

2 CoP: Green 

2 CoP:Red 


1 CoP: White 


1 Spectral Guardian 


in the middle or end game. 
The deck also has four big 
creatures, but your opponent 
should be able to handle a 
deck with only four big crea¬ 
tures. Lastly, the deck is try¬ 
ing to do the Enduring 
Renewal-Ashnod s Altar trick 
while only having three Altars 
and two Enduring Renewals, 


so this combination will come 
out only infrequently. 

So while trying to do too 
much, this deck will do none 
of it well. I tried to solve this 
by cutting out some of the 
deck’s functions and focusing 
more on the Enduring 
Renewal-Ashnod s Altar—red- 
X-spcll combination. There 


are two ways to do this: one is 
to add more cards of that 
combination and ways to 
search for the combo cards 
(Enlightened Tutor, Jalum 
Tome). The second way is to 
add cards that help you sur¬ 
vive long enough to achieve 
your combo (Fountain of 
Youth, Icy Manipulator, 
Exile). 

Secondary Illnesses 

Another small problem with 
this deck is that it has—as 
Henry would say—the wrong 
“reset buttons.” Armageddon 
is a card that belongs in a 
quick deck or a deck that 
doesn’t need much mana to 
cast its spells. This deck, and 
the deck it becomes, does not 
fit into either of these cate¬ 
gories. However, Wrath of 
God is a good reset button, so 
I’ll keep it in. 

Another small problem 
with this deck is the cheap 
artifact creatures it uses. 
Omithopter deals no damage 
and isn’t that good of a defen¬ 
sive creature; in fact, it pales in 
comparison to Rotcrothoptcr 
and other one-mana artifact 
creatures, so I removed the 
Ornithopters in favor of Brass 
Man. I also added one Shield 
Sphere in place of the fourth 
Soldevi Sentry for a little more 
variety. 

Sideboard 

I decided to use one-third of 
the sideboard to address the 
biggest weakness of this deck, 
counterspelling, and added 
Burnouts and Red Elemental 
Blasts. Next 1 added cards to 
help you live a little longer 
Circles, Pyroclasm, and Anar¬ 
chy. Finally, I put in Spectral 
Guardian in case your oppo¬ 
nent has lots of artifact 
destruction. 


Henry and Charlie aren't real doctors, 
but they like to play doctor. 
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Official DCI Updates 

Standard Deck-Construction 
Changes 


The DCI has reached a 
decision to change the for¬ 
mat of the Standard (Type 
II) environment. Previ¬ 
ously, the environment was 
defined as the largest set 
of currently available cards. This policy 
created quite a large tournament envi¬ 
ronment! I lowever, because of inconsis¬ 
tencies in print-run sizes, expansions 
sometimes remained in the environ¬ 
ment longer than we had planned, and 
some sets were in danger of leaving the 
environment before competitors had 
any genuine chance to fully explore 
their cards’ capabilities. 

In order to regulate these factors in 
the face of inconsistent availability of 


expansions, the DCI is changing the 
composition of the Standard (Type II) 
environment to one wherein the basic 
sets and stand-alone sets will replace 
old versions of each other as the new 
versions are released, and limited-edi¬ 
tion expansions will be replaced bv the 
next limited-edition expansion a year 
later. Card sets should enter the envi¬ 
ronment as another set leaves, keeping 
Standard tournaments fresh, challeng¬ 
ing, and exciting over time. The DCI 
believes this will also enable competi¬ 
tors to more easily predict which card 
sets are permitted in Standard tourna¬ 
ment play at any given time. 

See chart below for the new floor rule 
that takes eff ect on January /, 1997 . 


Card Sets 
Leaving 

Standard (Type II) 

The Duelists' Convocation 
International (DCI) officially 
announces the departure of 
Fallen Empires and Ice Age 
from the Standard (Type II) 
tournament environment. Cards 
from these sets will no longer 
be permitted in sanctioned 
Standard tournaments. 



Sanctioned 

Tournament 

Formats 

The DCI will continue to sanction 
the following tournament formats 
after January I, 1997, but will 
calculate the results in the 
appropriate ratings category: 


Ice Age 
Constructed 

Classic (Type 1) 

Ice Age 


Sealed Deck 

Limited 

Ice Age/Alliances 

Constructed 

Classic (Type 1) 

Ice Age/Alliances 

Sealed Deck 

Limited 
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2.3 STANDARD (TYPE II) DECK CONSTRUCTION 


Standard tournament decks may consist of cards from MagiciThe Gathering, 
as well as any current extensions of the basic set, all current limited-edition 
expansion sets, and all current stand-alone expansion sets. Players may also 
include cards from previous printings that appear in the most current edition 
as long as they do not have features that create “marked” cards, such as cards 
with comers that are rounder than other cards. 

The Duelists’ Convocation International (DCI) uses the following policy to 
determine the composition of the Standard environment: 

• New editions of the basic set replace old versions and are permitted in 
Standard play 30 (thirty) days after the release date of the new edition. 

• New stand-alone expansions (e.g. Ice Age, Mirage) replace previous stand-alone 
expansions and are permitted in Standard play 30 (thirty) days after the 
release date of the new edition. 

• Limited-edition expansions are replaced 30 (thirty) days after the release date 
of the next limited-edition expansion.The new limited-edition expansion will 
be released more than 10 (ten) months later than the release date of the 
outgoing, limited-edition expansion. 

Example of New Policy: When Fallen Empires and Ice Age leave the Standard tournament 
environment on Jonuary 1,1997, the card sets permitted in this format will be Fourth Edition 
(bosic set), Chronicles (extension of the basic set). Mirage (stand-alone expansion). Homelands 
‘ wited-edition expansion), and Alliances (limited-edition expansion). 

The next card set scheduled for release is Visions, due for release in January or February, 1997. 
Thirty days after Visions is released, it will replace Homelands in the Standard environment 


/ 
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Tournament News 




Germany’s 
Frank Adler 
Takes Pro 
Tour-Atlanta 


F ^rom September 13 through 15, 
several hundred Magic players con¬ 
verged on the Atlanta Apparel 
Mart to do what they do best. A 
total of 191 Master-division partici¬ 
pants—representing countries includ¬ 
ing Germany, Australia, Belgium, The 
Czech Republic, Canada, Finland, 
Switzerland, and Mexico—along with 
59 Junior-division players, battled 
through several rounds of Sealed-Deck, 
Swiss-style play. Pro Tour-Atlanta, 
however, had an added twist. 

Wizards of the Coast’s first Pro Tour 
event for the 1996-97 season marked the 
public unveiling of Mirage, Magics ninth 
expansion set and second stand-alone 
series. Not only were the players unfa¬ 
miliar with the cards, but they were 
unaware of the vast number of large 
creatures included in the set. Needless to 
say, the spin made for interesting duels 
throughout the weekend. 

“From what Fve seen of the Mirage 
cards here, there appear to be a few bro¬ 
ken cards that can change the game in a 
heartbeat, said Canadas Peter Radonjic 
| following Fridays fifth round. “Its prob¬ 
ably a bad thing overall because it 
increases the luck factor when vou have 
| unbalanced cards like that. So far,Im 
having the worst luck Fve ever had in a 
sanctioned tournament. I haven't rcallv 
seen any spectacular plays yet, but I 
haven t seen any dumb moves either.” 

hollowing Fridays Master-division 
gruclathon, eight players emerged as 
quarterfmalists: John Yoo of Buena Park, 
California; Aaron Muranaka of Layton, ’ 
l hah; Darwin Kastle of Allston, Massa¬ 
chusetts; Canadas Matt Vienneau and 
'ferry Borer; Germany's Frank Adler, 
Chris Pikula of Chesterton, Indiana; and 
Mike Long of Ccntreville, Virginia. But 
following Sunday’s championship round, 
Adler distinguished himself as the top 
gun overall. 

Tm extremely happy,” said Adler, who 
used a red/bluc/grcen main deck during 


' 
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Sundays finals. “I think my deck from 
today was a little bit stronger than Fri¬ 
day’s because there is more [card) 
manipulation in it. My strategy was to 
keep my opponent guessing, so I did 
some wild things, then he [Adler’s oppo¬ 
nent] began to make errors. Those errors 
usually resulted in victory for me.” Adler 
defeated Kastle in the finals, 3-1. For his 
efforts, Adler returned to Germany 
$26,(XX) richer. Kastle, meanwhile, who 
competed with a grccn/black/bluc deck 
on Sunday, earned 116,000. 

Overall, the lop 16 Master decks used 
at Pro Iour-Atlanta contained the fol¬ 
lowing color compositions: rcd/black/ 
green, four; rcd/black/bluc, three; red/ 
blue/green, two; rcd/grccn/whitc, two; 
rcd/black/white, two; rcd/bluc/whitc, 


one; four colors (no green), one; and four 
colors (no white), one. Red was, by far, 
the color of choice in Atlanta, as 60 of 
the Top 64 placc-finishcrs (94%) used 
some degree of red. Black was next, used 
in 43 of the Top 64 decks (67%), while 
blue (37 decks, 58%), green (36 decks, 
56%), and white (29 decks, 45%) 
rounded out the field. 

Pro Toui^-Atlanta’s eighteen-and- 
under Junior division, meanwhile, sported 
fewer players than the Master ranks, but 
the competition was just as intense. In 
the Junior finals, eighteen-year-old 
Aaron Soudcrs of KIburn, Illinois, swept 
fifteen-year-old upstart Louis Beryl of 
Palm Beach Gardens, Florida, 3-0. For 
his outstanding play, Soudcrs earned an 
$8,400 scholarship; Beryl, meanwhile, 
came away with $5,000 in scholarship 
winnings. Soudcrs is presently a sopho¬ 
more attending Eureka College in 
Eureka, Illinois, so his winnings will 
immediately help defray the cost of 
school. Beryl, who’s only a sophomore in 
high sch<K>l, still has time to think about 
where he’d like to attend college. 

1 or complete Pro T our—Atlanta cover¬ 
age, please see the latest issue of The 
Duelist Sideboard, WotC’s official maga¬ 
zine for tournament play. 


Fifth Edition Rules 

TJc Magic: The Gathering—Fifth Edition rules became 
effective on November 8,1996, and can be found in all 
Mirage starter decks and in Duelist #13. 

Standard Floor Rules Additions 

N,«rnhc, 1,1996) Ttrfi,l mingsnliom of, hr 
OCI Standard Floor Rultt fir MagitrTbt Gathering been amrndedtortad- 

l la _. 



Ida All consequences resulting 
from violations of DCI Standard 
Floor Rules that come to the 
attention of the judge must be 
enforced. Competitors are not 
permitted to waive penalties on 
tehalf of their opponents. 

I lb Regardless of the wishes 
of the competitors involved, 
judges must correct any rules 
mistake (whether from the 
Standard Floor Rules or from 


the rules for Magic:The Gath- 
ertn R) they notice or that 
comes to their attention, and 
must ensure that the appropri¬ 
ate consequences are applied. 

1 . 2.1 a Prior to each duel, com- 

P«titors must complete all side¬ 
boarding decisions, deck 
shuffling, and shuffling of their 
opponents* decks within 5 (five) 
minutes. Violation of this rule 

may be considered stalling, and 


therefore may result in a warn 
ing or disqualification from 
current competition at the dis 
cretion of the judge. The judge 
and/or tournament organizer 
may choose to set a time limit 
for these procedures of less 
than 5 (five) minutes. This tin* 
limit must be adequately 
advertised and announced prio 
to the tournament. 
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T* 062-566-9060 
Fax 062 566-9290 
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ORDER INFO 

Fax your order to: 

518-238*0543 

Mail to: 

The Magic Source 
342 N. Mohawk St, 
Cohoes, NY 12047 


TO PLACE * r 33 
AN ORDER CALL 


Get all the up-to-date 
information on all 
the hottest new games. 

www.magicsource.com 


International calls or 
to receive our FREE 
catalog call: 

518-237-5112 

Outside US and Canada 
please send 8 IRCs to 
receive our catalog. 


HOLIDAY HOURS 
Mon.-Fri. 11am - 11pm ET. 
Sat. 12 noon - 5pm ET. 

Call for our 
Holiday Specials! 


Visions, the first expan¬ 
sion set for Mirage and 
the 10th expansion for 
Magic, will be coming out 
in January 1997. Visions 
brings over 160 new cards 
to the world of Magic. This 
expansion will be designed 
by the same team that brought you Mirage. If this is any indication of what we 
should expect from Visions, then we know it's going to be awesome! Visions 
will be sold in 15-card booster packs and 36 packs per box. We are taking pre- 
orders for boxes. Order today! ___ 

This new game is licensed from FASA Corporation's pop- / \ 

ular war game. In the game, cards will represent individual ^ 

BattleMechs, Stars (or points) of armored infantry, compa 
nies of regular infantry, strategic locations, legendary 
individuals, etc. The set will include over 300 cards and 
will be packaged in 60-card starter decks and 15-card booster packs. The card 
game will be set in the years from 3050 to 3052, about the time of the intro¬ 
duction of the Clans. 

Starter Deck ($8.95 WOC6301), Starter Box (10 decks-$89.50 VVOC16301) 
Booster Pack (S2.95 WOC6302), Booster Box (S106.20 WOC16302) 


CALL FOR A 
SPECIAL PRICE! 


YOUR SINGLE 
CARD SOURCE 


Magic: The Gathering 
(From every set and 
every expansion made) 
Star Wars (all sets) 

Legend of the Five Rings 
Guardians (all sets) 
Middle-earth (all sets) 
Shadowfist (all sets) 
OverPower (Marvel DC) 
Gridiron Fantasy Football 
Rage (chase cards) 

Dragon Dice (all sets) 
Heresy: Kingdom Come 
Our single card lists 
just keep growing and 
growing! For a com¬ 
plete list call for our 
free winter catalog. 

We recently added singles 
for Legacy of the Tribes. 
X-Files, Empire Strikes 
Back, Anvil of Despair and 
Dragon Dice: Swamp Stalkers. 


BAmtTKH 


Your FBI team (which 
includes Moulder 
and Scully-of course) 
set their sights on 
trying to figure out 
who the conspira¬ 
tors are out of 50 or 
so possible suspects. 
Dare to play? 


The newest stand-alone expansion from 
Wizards of the Coast has both starter 
decks and booster packs. Mirage has a 
bunch of new artists and adds new rules 
to Magic. The card art is phenomenal, 
we can't say enough about how spectac¬ 
ular these cards look and play. 

Booster Box.S106.20 VVOC16522 

Booster Pack.52.95 WOC6522 


ht tkppng on txton wiM bom &*r ISO 
Fast tfvpm9 • 2T tayi + «v*t 


X-Files Booster Pack 
(52.99 XBOOSTP) 

Box of Boosters (S107.64 XBOOST) 
X-Files Starter Deck (S9.50 XSTARTP) 
Box of Starters (S114.00 XSTART) 
























From the library of Leng 

Visions’ Goblin Recruiter 


Welcome to the last installment of 
"From the Library of Leng ." You can 
find more “ Leng" at The Duelist website 
at <http://www.wizards.com>. Thanks 
for all the great letters , and remember to 
watch more movies—after all\ movie 
titles make great names for decks. 

oblins, goblins everywhere, and 
not a brain to think. Goblins 
definitely number among the 
more “fruitful” of the races on 
Dominaria; they breed fast, 
grow fast, and perish in a number of 
interesting ways. 

Among Argivian scholars, its a 
documented fact that the further one 
gets from the site of the Brothers’War 
(on the shattered continent of Ter- 
isiarc), the more feral, beast-like, and 
generally stupid the local goblins tend 


attitudes make them unceasing war¬ 
riors when confronted with a suppos¬ 
edly weaker or inferior foe. 

Each type of goblin has its own 
strengths, and it’s the Goblin 
Recruiters job to find goblins who 
have the strengths he needs and shape 
them into a fighting force. 1 le may, for 
example, need the Balloon Brigade 
goblins, who can fly with their airships 
made of sea serpent intestine; or the 
Goblins of the Flarg, who possess 
knowledge of secret routes through 
mountains. Even the Goblin Scouts 
of Jamuraa can be goaded into a some¬ 
what effective fighting force, even 
though they’re—well—dimwitted chil¬ 
dren. I he Goblin Recruiter is a master 
at gathering resources and planning 
ahead, a rare commodity for its race. 

Scott "Scooter" llungerford 



GOOD-BYE, CHILDREN 


2 Bestial Fury 
2 Blood Lust 
I Chaosphere 

1 Fireball 

4 Goblin Balloon Brigade 
4 Goblin Elite Infantry 
4 Goblin Recruiter 

2 Goblin Scouts 

4 Goblin Soothsayer 
4 Goblins of the Flarg 


4 Pillage 
4 Spitting Earth 

1 Icy Manipulator 

2 Meekstone 

2 Soldevi Digger 
2 Ice Floe 
24 Mountain 
I Strip Mine 


to become. One of the most notorious 
tribes is the Rundvelt goblins, who 
have mastered the use of Rock Sleds, 
siege equipment, and even developed 
an effective societal structure. In Jamu¬ 
raa, however, the goblins are generally 
no better than stick-wielding idiots. In 
general, goblin psyches tend to be dri¬ 
ven almost entirely by fear, and that 
tear leads them to become either com¬ 
plete cowards, or to utterly destroy 
everything that they do not absolutely 
control or dominate. Of course, such 



PLAYING 
WITH GOBLIN 
RECRUITER 

I he deck you sec here, called “Go 
bye, Children” can be played as a 
normal weenie deck until you dra< 

Ooblm Recruiter. Then use the 

Recruiter to stack five or six Gobi 

on your library. One of those shoe 
of course, be another Recruiter. PI 
all but the Recruiter, which you h< 
m your hand, and when you need 

another dose of creatures, cast the 


second Recruiter. Rinse and repeat. 

Pillage, Spitting Earth, and Meek- 
stone lock out any creatures, land, and 
artifacts that interfere with your deck, 
and Bestial Fury means Goblin-zillas! 
But heres one warning: Don’t put more 
than one Soldevi Digger on the table 
simultaneously; if one is destroved, you 
want the second to Digger it back in 
the deck. —Jon Wilkie 

FROM THE 
PAINTBRUSH 

When Sue Ann Harkev, the art 
director for Magic, assigned me the 
Goblin Recruiter card, I got excited 
about it since I always thought it 
would be fun to draw goblins. But 
when I read over the description of 
the card, I knew it was also going to 
be a challenge. 

I he challenge would be to depict a 
corncdic occurrence—something quite 
new to me. After all, most of the time 
inv work deals with more serious 
images. So when I sat down to start my 
sketches, I first concentrated on what 
situation I could put the goblins in. I 
figured the nature of goblins’ humor 
would probably be somewhat sadistic. 
Obviously, as you can see from the 
card, the end result of my brainstorm¬ 
ing was a goblin accidentally discharg¬ 
ing an arrow that pierced the ear of the 
Recruiter. One goblin can’t contain his 
laughter, while the other one tries very 
hard not to laugh. 

Coming up with the actual look of 
the goblins was the next step. My ini¬ 
tial sketches of the goblins were altered 
slightly after WotC came up with some 
distinguishing characteristics that they 
wanted the goblins to have. 

I enjoyed working on this card since 
it was a little different for me. I was 
also flattered that Sue Ann took a 
chance by giving me a subject that 
could have easily been done by an artist 
with the expected comical style. 

—Scott Kirschner 
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Contest Deadline: January 31, 1997 


Nam*- 

Mail this form or a photocopy to: 

The Duelist Visions Contest 

Wizards of the Coast, Inc. 

P.0. Box 707 

Renton, WA 98057-0707 
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Now you see it... 

First there was phasing, which caused 
creatures and lands to pop in and 
out of existence. Now, with the 
release of Visions', the limited- 
edition expansion to Mirage ~ 
and Magic The Gathering", you can 
unsummon a card to pay 
for another! 

Send us your favorite Visions/Mirage 
combination featuring a card that 
includes, as part of its casting cost, the 
ability to unsummon another card. Eligible 
combinations contain two or more 
Magic The Gathering cards, one of 
which must be a Visions card 
with the special unsummoning 
ability and one of which must 
be a Mirage card. A random 
drawing of all eligible entries 
will determine the winners of 
some great prizes! 


Visions/Mirage unsummoning combo:- 


Prizes jr 

Grand Prize'll): A display box of Mirage 
boosters, a display box of Visions boosters, 
, a Visions T-shirt, and a Visions hat. 

First Prize (5): Ten Visions boosters, o 
Visions T-shirt, and a Visions playmat. 

Second Prize (25): Five Visions boosters 
and a Visions card box. 
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Melody Alder 


Key Plays 


If you see or hear about a 
particularly interesting key 
play, write to us about rt 
at "Key Plays." c/o The 
Duelnt, PO Box 707. 
Renton. WA 98057. or 
<duelist@wizards.com>. 


Single-Card Strategies 

O^jEFF FRANZMANN 



Not So Fast 

I ts the quarterfinals of the Master division at Pro Tour-Atlanta. For Terr)' 
Borer and Darwin Kastle, its their third and final game of the match. At 1 
life. Borer has four creatures in play. Kastle, meanwhile, sits at 10 life and waits 
desperately for a second swamp that he can use to Drain Life Borer for 1. 

Borer, the active player, knows that if he attacks, he can 
get in for 10 damage and win, since he’s holding Grave 
Servitude (“You may choose to play Grave Servitude as 
an instant; if you do, bury it at end of turn. Enchanted 
creature gets +3/-1 and is black”). Borer declares his 
attack and then asks Kastle if he has any fast effects. 
Now heres where things gets tricky. As the active 
player. Borers fast effects happen first. Bv asking 
Kastle if he has any fast effects to 
play, Borer effectively gives up his 
right to play his first. After asking, 
Borer can respond to Kastle s fast 
effects, of course, but Kastle elects 
not to cast any, so Borer has nothing 
to respond to. 

After asking Kastle if he has fast 
effects, Borer tries to use Grave Servi¬ 
tude as an instant and cast it on one of 
his creatures. But judge Tom Wylie 
explains to him that he gave up his right to do so. Needless to say, Borer is more 
than a little upset. In his defense, it seems that several other players in Atlanta 
were equally unaware of the larger implications of Borers seemingly innocent 
question and say they would have done the same thing. 

On the next turn, Kastle draws the second swamp he needs and targets Borer 
with a Drain Life for 1 damage, winning the match. 



‘Say 

what?!*’ 

Borer (above) and 
Kasde are made 
*ware of the larger 
ntpliations. 


Valuable Bauble 


H ere’s a neat little play 
that made a store full of 
people laugh. I’m play¬ 
ing in the first round of 
a Minimaster Draft tourna¬ 
ment (one pack of Alliances 
plus two of each basic land to 
start, with no stripping). I 
have a Lodcstone Bauble in 
play for most of the game. “Mow use¬ 
less,” 1 think. “The only land destruc¬ 
tion around is this Pillage I have, and 
I vc used it to nuke an artifact anyhow.’ 
finally, the game is at an impasse; nei¬ 
ther my opponent nor I have any way to 
hill the other, and we each have one 


card left in our libraries. It’s 
my turn. I draw my card, 
and suddenly it dawns on 
me to use Lodcstone Bauble 
to put zero of my opponent’s 
lands on top of his library. 
(The Bauble lets you put up 
to four.) Unfortunately for 
my opponent, the Bauble 
also forces him to draw' a card before his 
draw phase. So I decked him and went 
on to win the tournament. Sometimes 
you just don’t think of those odd uses 
for cards. 

—reported by Duelist reader 
Simon Goldsmith of Somerville, NJ 




Thelonius wasn’t sure 
how much more he 
could take.When he 
first joined the Insti¬ 
tute for Arcane Study, 
his head was filled with 
visions of powerful 
magics. Now, his head 
was crammed to 
capacity with boring 
formulae and the knowledge that he 
would most likely amount to little more 
than a Shadow Guildmage. 


F or its cost. Shadow Guildmage 
is a versatile addition to your 
arsenal. If you’re playing red, 
taking out a 3/3 attacker with a 2/2 
defender and the Guildmage’s extra 
poke hurts far less than absorbing 
repeated attacks. If you have the 
advantage in life, you can even use 
Shadow Guildmage as an additional 
source of direct damage against 
your opponent. 

In a black/blue deck, the Guildmage 
can be even more useful. When facing 
control decks, you can use Shadow 
Guildmage to retain ownership of 
creatures targeted by Control Magic 
or Binding Grasp. Targeting the Guild¬ 
mage with such magics is next to 
useless, since you can simply respond 
by sending the Guildmage to the top 
of your library. When one of your 
defenders has blocked and is about 
to be killed, you can activate the 
Guildmage’s ability and send it to the 
top of your library. Alternatively, you 
can use Shadow Guildmage in combi¬ 
nation with creatures that provide 
some form of benefit when they 
enter or leave play. For example, 
bring out a Triskelion, fire off the 
tokens at your opponent, then return 
the Triskelion to the top of your 
library for reuse. You can also use 
this ability to return creatures with 
cumulative upkeep to the top of the 
library if their cost is becoming pro¬ 
hibitive. Furthermore, you can send 
one of your more powerful creatures 
to the top of your library in response 
to Wrath of God or the triggering of 
Nevinyrrafs Disk. 
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Thelonius put his head 
down on the desk as 
the lecturer continued 
on with his droning 
dissection of advanced 
theories. How could 
Tourach be such a big 
deal? He was dead, 
wasn't he? Besides, it 
wasn’t as if he would 
ever encounter this fabled necromancer 
or even the Magus of the Unseen. 



M agus of the Unseen is a pow¬ 
erful tool against those who 
place too much emphasis on 
artifacts. Any creature or enchantment 
that allows you to sacrifice artifacts 
will serve to demonstrate this, but 
Atog is a prime example. After you 
take control of an opponent's artifact, 
be it Rod of Ruin or Disrupting 
Scepter, simply sacrifice it to Atog, 
increasing its power. Now your oppo¬ 
nent is down a resource, one of your 
own creatures is increased in power, 
and you've eliminated a potential 
threat. This tactic can be even more 
gruesome when used on your oppo¬ 
nent's artifact creatures. Untap your 
opponent's Phyrexian Dreadnought, 
for example, attack with it, and then 
send it into Atog's maw. 

Magus of the Unseen is also useful 
for keeping your opponent from using 
his or her artifacts. For example, if 
your opponent has Zuran Orb in play, 
use the Magus to capture it before 
you start dealing damage. This pre¬ 
vents him or her from sacrificing lands 
in order to survive. Ukewise, you can 
steal the Zuran Orb before you cast a 
spell like Armageddon, denying your 
opponent the opportunity to sacrifice 
the lands that would be destroyed. 

The Magus can also be used simply to 
tap and therefore “turn off” your 
opponent’s artifact for a turn. 

In addition, enchantments like 
Nature’s Chosen or Instill Energy, Fyn- 
dhorn Brownie or Jandor’s Saddlebags, 
can all be used to untap your Magus 
of the Unseen, allowing you to take 
control of multiple artifacts. 




ORONTO, CANADA—Only a 
few hours away from the United 
States, Toronto’s skyline looks like 
so many U.S. cities with its gleam¬ 
ing high-rise office towers. Once people 
visit Toronto, however, they often remark 
about how different it seems. Peter Usti¬ 
nov once said, “Toronto is like New York, 
run by the Swiss.” Where else can you 
find parks with signs that read, “Please, 
walk on the grass.” 

Though there may be some differences 
between Toronto and the average Ameri¬ 
can metropolis, the city doesn’t lack a 
thing when it comes to the number or 
skill of its Magic players. Toronto’s 
Magic scene is large, dynamic, and com¬ 
petitive, drawing players from Ontario, 
Pennsylvania, and New York. It boasts a 
larger player base than practically any 
other city. Like most large cities in North 


and Arena leagues are the only types of 
play missing. Although Toronto is very 
large and Magic players are screamir^ 
for recognition, there is only one toir 2 - 
ment a month where players can recr .e 
DCI points, and currently there arc r 
Arena locations available. This situat n 
should change in the next year, but it has 
been hard on the players in the area. 
They want to sec their names listed 
among Magic’s best with the few Tor - 
tonians who have made it to the “big 
time,” like Terry Borer, Alvaro Marques 
Paul McCabe, Eric Tam, and Matthew 
Vienncau. 

Despite the fact that there is a large 
Magic following (more than 500pla\ > 
gathered for a recent Mirage event), out¬ 
side the gaming communin' Magic is 
relatively unknown in Toronto. “TypR-iUv 
Canadian is the general persons react:* n 




- v.«» 1 iwi 

where you can play Magic pretty muc 
on demand. Additionally, numerous 
tournaments are held each week, rang 
from small tournaments in stores dott 
the Toronto area, to large conventions 
and privately run competitions. 

Most Ioronto Magic players like to 
play Standard (Type II), though Ice 
Age/Alliances Scaled Deck and Boostci 
Draft are also quite common. Classic 
(Type I), though seldom seen, has a 
hard-core following with several 
extremely talented and creative players 
Those wanting to play Magic will find 
that places like Hairy Tarantula, Risen 
from the Ashes, Slammer’s, Skyfox 
Comics and Cards, and Nightlight 
Comics & Games offer weekly tourna 
ments from friendly to very challengin 
environments. If it’s Sealed Deck or 
Booster Draft you’re looking for, you c 

Play those at 401 Convenience, where 

daily Jr" 3 ™”* s P r ‘ n K up almos 
daily , n addition to two or three regula 
weekly tournaments. 

Larger tournaments with big prizes 

•chrfukd „„ , monthly basi$ n 
scheduled DCl~sanctioncd loumarnen 


to the game. Rather than dismissing 
Magic as a game for nerds or something 
Satanic, Magic players are often 
approached politely by people who see 
the game and ask for a quick demonstra¬ 
tion, whether its in a convenience store, 
at a McDonald’s restaurant where Magic 
players are hastily eating burgers between 
rounds, or at a Taco Bell where a tourna¬ 
ment has spilled over in search of tables. 

T he Toronto Magic communin' is a 
reflection of the city itself in its size and I 
class, but a bit friendlier and less well 
known. For more information on the 
Toronto Magic scene, visit the “Magic 
in Toronto” home page at: <http:/Avww- 

myna.com/~johnr/mtgtor.htm>. 

—John Robrfy. 



hairy tarantula 
354 7 YongeSt 
Toronto, Ontario 
(416) 596*6002 


SKYFOX COMICS AND CAAD5 
Bayview and John SL 
(north of Steeles) 

(905) 524-5725 
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One is known as a Runner. High-tech data thief. 

The other is the Corporation. Powerful and deliberate, 
advancing hidden agendas. 

They vie for the one commodity that guarantees fortune to 
those who control it: information. 




Netrunn«r y is a two-player trading card game, set in a gritty cyberpunk 
A starter pack contains a Runner deck, a Corporation deck, and a rulebook- 
everything you need to jack into the information war. 


world. 


Available now where all great games are sold. Two-player starter packs: $17.95 15-card booster pocks: $2.95 
Wizards at the Coast* customer service: (206) 624-0933 Experience Natrunn.r online at http://www.wirords.com. 
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The first it game card singles brings 
a world of Magic to roar doorstep. 

(319)338-0086 
Fax(319)338-1663 
Toll free order holline 1-888-8 IGUANAS 

LLL NOW TO GUARANTEE 


: 


MJtW Blowing Days! 

Unbejfcwibje p vices! 


Monday December 16th & 
Tuesday December 17th. 

from 9AM til midnight CST the world , large*t stock of 

k C .j u**!; * etS a " d singles goes on * al « Nothing will 
f* held back. Everything will be discounted 10-90% off 

it s regular prices. Create a new deck. Invest in that mini 
*et Buy your first Mo*. All order, are filled on a first 
come first serve basis. We anticipate the response to this 
sale to be very strong. Card, may sell out so call earlj 

Special Free & Dicounted Cards! 

EVERY PERSON who order* (minimum $24.00) U etisibl* 
one of the following while supplier last ' K ble *° receiv * 

One Arena and Sewer* of Fstark Combo for $| >0 
One pack of Italian Dark for $1.00 
One revised 3rd Edition booster for $3 00 
(1 .miuM Quantities are available tor this special 
Whilt supply lasts. One choice p«, household). 

I he first too orders over $100 will receive 
one Mana Crypt (valued at $20) 






CURRENT MIRAGE PRICES 

“cestral Memories $9, Bazaar of Wonders $8, 
Dawn $20, Chaosphere $13, Cursed 
Final Fortune $14, Grinning Totem S25, 
nstone $8, Hammer of Bogarden $11, 
ion $9, Lion's Eye Diamond $10, 
Tome $8, Mist Dragon $9, Natural 
9, Nettletooth Djinn $7, Null Chamber $7, 
exian Dreadnought $10, Sacred Mesa $14, 
rummer *17 Spirit of the Night $13, Teeka's 


b our specialty - we ship all 
Our fast ac»- 
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A Duelist’s Palette 


by Melody Alder 
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It’s fun to 

remember that 
time when I was 
first learning to 
play Magic, 
when Black 
Knight was the 
hottest card I 
dreamed of 
adding to my 
collection, and 
when I was 
thrilled even to 
get the commons. 
Since then, the 
game as given 
me countless 
hours of intense 
enjoyment— not 
to mention a job. 
As an editor for 
The Duelist , I’ve 
spent a lot of 
hours examining 
Magic strategy, 
shaping articles 
to make them 
more useful and 
approachable. But 
IVe always felt 
like the beginning 
Ptyer got the 
short end of the 
stick. That’s why 
I’ve created this 
column—to speak 
to players who 
to learn 

some of the basic 

Principles of 
Magic. 


* 

• * 


'Under water men shall walk. 
Shall ride, shall sleep, and talk; 

In the air men shall he seen 
In white, in black, and in green. 9 

—Mother Shipton 


mass destruction that none of the other colors pos¬ 
sess. White cards like Balance, Afterlife, Land Tax, 
and Reprisal are good for keeping order. And white 
cards such as Disenchant, Divine Offering, Disem- 
power, and Illumination are good at dealing with arti¬ 
facts and enchantments. 


M agic is based on a balance between five 
colors. If I’d known in my early Magic¬ 
playing days that each color has strengths 
and weaknesses, that some colors work bet¬ 
ter together than others, that some are 
designed, in fact, to oppose one another, I could have 
saved myself a lot of trouble. (1 wouldn’t have wasted 
time searching for a blue card that gets rid of enchant¬ 
ments, for one thing!) When you build a Magic deck, 
you have five colors to choose from, and you need to 
know each colors strengths and weaknesses. 

Pure White 

White is the color of light, protection, purity, and 
order. Its creatures tend to be heroes, pegasuses, sol¬ 
diers, and unicorns. On the down side, white has virtually 
no direct damage, limited counterspell ability, few big 
creatures, and even fewer ways of producing quick 
mana. Its main weakness is offense. 

But white is the strongest color for protection and 
defense. It s the color of cards like Scars of the Veteran, _ 
Reverse Damage, and Island Sanctuary, as 
well as all the Circles of Protection, 

Its creature defense is harder to 
penetrate than that of other 
colors since many of its 
cards, such as Benalish Hem 
and Mesa Pegasus, have 
banding or first strike. Sev¬ 
eral white creatures, such as 
Ivory Gargoyle, arc nearly 
impossible to kill. White 
cards arc most offensive 
when used in swarms, and 
that’s why most “weenie 
decks” (decks containing 
lots of small creatures with 
cheap casting costs) arc built 
around white. Wrath of 
God and Armageddon give 
white a sort of controlled 


Shrouded in Black 

White is balanced bv the deadliest of colors: black, the 
magic of death, decay, undead creatures, and sacrifice. 
Though weak in preventing damage, removing 
enchantments and artifacts, and countering spells, 
black is great for gaining resources and denying your 
opponent resources. 

Black has long dominated the tournament scene, 
with hand-destruction spells like Mind Twist, Hymn to 
Tourach, Hypnotic Specter, and Stupor. And though 
blue has strong card-drawing ability, black lets you trade 
resource for resource, with cards like Nccropotcncc and 
Infernal Contract. Black can also control what stays in 
play: cards like Choking Sands, Dark Banishing, Terror, 
Contagion, and Royal Assassin destroy lands or crca 
tures. And black cards like Animate Dead and Ashen 
Powder make recycling creatures easy. Black’s Drain 
Life and Soul Bum give you the ability to deal direct 
damage. And as if that weren’t enough, Dark Ritual and 
Soldevi Adnate can also produce mana quickly. 

Green Machine 

The color of nature and life, 
green helps to balance black. 
Its creatures often reflect for¬ 
est life and include elves, 
druids, insects, and gorillas. 
Though weak in counter- 
spelling, hand destruction, 
creature destruction, and fly¬ 
ing creatures, green has some 
very important strengths. 

No other color builds up 
a supply of resources faster 
than green can. Llanowar 
Elves, Fyndhom Elves, Birds 
of Paradise, Ley Druid, Wild 
Growth, and Fastbond pro¬ 
vide fast mana, while cards 
like Sylvan Library and Prr 
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ferrcd Selection help you filter through 
your library. Many of greens creatures have 
cheaper casting costs than comparable 
creatures in other colors. And greens crea¬ 
tures often include special abilities like 
trample and rampage (Craw Giant, Crash 
of Rhinos, and Gorilla Berserkers). Besides 
being powerful, green creatures are hard to 
kill, since many of them cannot be the tar¬ 
gets of spells or effects. (For example, you 
cannot kill Deadly Insect with a Lightning 
Bolt since the Bolt makes you choose a tar¬ 
get.) Many also have the inherent ability to 
regenerate. Like white, green deals easily 
with enchantments and artifacts, using 
such cards as Tranquility, Crumble, and 
Scavenger Folk. And though green cant 
match white in damage prevention, it has a 
solid lineup of life-gaining spells, like 
Stream of Life and Taste of Paradise. 


Blue:“No, You Don’t” 

If green magic rules tangible nature, then 
blue, one of its opposites, is the magic of 
illusion and trickery. Blues power comes 
from the air and sea, with such creatures 
as elemental and Merfolk. It can’t destroy 
permanents, has few means of speeding 
up mana production, and has fewer and 
more expensive creatures than any other 
color, but no other color can control itself 
and its opponents like blue. 

Blue is the color with Magics biggest 
creatures, including Leviathan and Polar 
Kraken, but new players soon discover 
that these creatures are hard to keep in 
play. Blues counterspell cards (Counter¬ 
spell, Dissipate, Power Sink, Spell Blast, 
and others) are its biggest asset. This 
advantage makes up for blues inability to 
deal with what’s already on the table. 
Blue s strategy is to keep cards from get¬ 
ting into play in the first place. When 
they do get into play blue helps you take 
control of your opponents cards with 
spells like Control Magic and Steal Arti¬ 
fact, or copy them with cards like Dance 
of Many. Cards like Unsummon and 
Boomerang let you put your opponents 
cards back into his or her hand. And 
though destruction isn’t blues strong 
point, blue is good at taxing (forcing your 
opponent to use his or her resources to 
keep permanents in play). Finally, blue is 
the undeniable king of library manipula¬ 
tion and card drawing: cards like Dream 


Cache, Browse, and Ancestral Memories 
let you sift through your library for the 
cards you need. 

Feeling Red’s Bum 

Blues opposite is red, the magic of earth 
and fire. Red is full of goblins, dwarves, 
ores, and fire creatures, but these cards 
tend to have higher casting costs than 
those in other colors, especially for smaller 
creatures. Red isn’t the best at dealing 
with enchantments or control. But while 
blue deals subtly and can merely annoy 
the controller of permanents, red s ability' 
to destroy is blunt and direct, making it 
the most focused of the five colors. 

It you want to harm a resource—any 
resource except enchantments—red can 
do it, though you may end up harming 
your own resources in the process. New 
players migrate toward the ease with 


Leorn the Lingo 


COUNTERSPELL ABIUTV: 

The ability to stop your opponent’s 
card or spell from being played. 
Counterspell is the most famous of 
this type of cards (hence the name), 
but many other cards have the ability. 

DIRECT DAMAGE: Damage dealt 
directly to a target or targets. Crea¬ 
tures cannot block direct damage, but 
it can be prevented or redirected with 
certain spells. 

FAST MANA: Mana that is more 
quickly available for a player’s use 
than the normal ratio of one mana 
produced from one land. 

hand destruction: The act of 
forcing your opponent to discard cards 
from his or her hand. Hand destruction 
b a common deck theme, and decks 
d«ed on it are often called "discard 

UBRART MANIPULATION: The 
abihty to manipulate the order of 

carts in a library, either by putting 
cards na^u," order or by choosing 
and drawing a particular card. 8 

RESOURCE: Anything that helps you 

to win the game. The term most oft en 

T t*r* to life,,and. or cards in gen e J 

have, the 

nkely y ou arc to win. 


■ mon 


which red deals damage directly. Spells 
like Fireball, Lightning Bolt, Incinerate, 
and Disintegrate seem like the easiest w 
to kill an opponent or an opponent screa- 
turns: you simply choose a target cream 
or player and let the damage flv. Red can 
like Shatter, Stone Rain, and Pillage al 
destroy artifacts and land. Jokulhaups is 
one of the most destructive cards in 
Magic, since it destroys almost cvervthu g 
in play. And red is good at pumping up 
creatures’ powers, as the famous Shivan 
Dragon makes apparent. Cards like Blood 
Lust, Immolation, and Firebreathin^- 
demonstrate red’s powerful nature as well. 

Mix-’n-Match 

So should you build a five-color deck t 
cover all the bases? Probably not. If you 
do, you’re likely to have difficulty' drawing 
the mana you need to play the cards in 
your hand. Instead, start by building five 
decks, each harnessing the strengths of 
single color. If you’re not sure what th« 
strengths of each color are, just use all 
common cards, and the decks will narn 
rally reflect their colors themes. Play deck 
against each other to get a feel for hou 
their strengths complement vour playing 
skills. You’ll soon be able to tell what you 
like best about each color and which colors 
combine best for a strong deck. 

h ill in some of the decks’ weakness^ 
with artifacts. Artifacts, remember, are 
considered colorless though thev tend to 
have characteristics of all the colors of 
Magic. Keep in mind that artifacts often 
aren t as effective as colored cards or font 
much higher casting or activation costs. 

Remember, just because a color is weak 
in a certain area doesn’t mean that it has 
no abilities in that area. It may mean that 
to employ a particular ability' in that colon 
you have to pay higher casting costs than 
you would in other colors or that there are 
drawbacks to using the cards in that colon 
Of course, there’s no one best formula or 
color combination. The colors of Magic 
work together to create a perfect balance. 
Once you realize how that balance works, 
you re well on your way to turning your 
duelist s palette into a work of art. ♦ 

Melody Alder is Senior Editor <?/'The Duelist 
and likes to carry a Magic deck rolled in her 
sleeve in case of a gaming emergency. 
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But I spoke of my dread to none, knowing the peril of an untimely 
hisper, if it w ent astray. In all the long wars with the Dark Town- 
treason has ever been our greatest foe. ” 

- jSk 

-Gmnlalf the drew Sneaking from Elrond's Porch in Riven 
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by Chris Page 


Very few cards in 
Magic are truly great 
in all circumstances; by 
the same token, very 
few cards are truly bad. 
Most fall in the gray 
area in between, where 
the card is a great card 
in a limited number of 
circumstances. When 
you’re trying to decide 
whether or not to add 
a card to your deck, 
you need to determine 
under what circum¬ 
stances it will be useful 
and how often those 
circumstances will be 
relevant in your deck. 


Rampant Growth 

T 

I y 

I t 




*akc Rampant Growth from Mirage (a 1 ♦ 
sorcery that lets you take a basic land from 
your deck and put it into play, tapped). 
Rampant Growth has four functions: 

1. It provides fast mana. 

2. It provides diverse mana. 

3. It thins out your deck 
during the game. 

4. It lets you shuffle your deck. 

The crucial question is, how well 

docs it do each of these? Through 
playing, strict testing, and 
mathematical analysis, you 
can decide how good a card 
really is. That’s what I did 
with Rampant Growth, and 
I encountered a few sur¬ 
prises along the way: Ram¬ 
pant Growth works best in a 
deck that needs more than one of its 
functions, and its greatest asset is definitely its 
diversity. 

Faster, Faster 

Players first look at Rampant Growth for its 
ability to produce fast mana. Fast permanent 
mana (as opposed to Dark Ritual or Basal 
Thrull) is any mana-providing card that allows 
you to build up mana sources faster 
than the one-land-per-tum game 
limitation. By that definition, even 
Princess Lucrezia, a 4 4 5/4 
Legend that taps for * , is fast mana. 
The operative question is M I low fast, 
and is it usefully fast?” 

In small amounts, fast mana is 
only moderately useful. Its only fast 
if you use it during your first few 
turns, when you’re clearing out the 
land backlog from your initial eight- 
card draw. (Exceptions do exist, of 
course.) A small amount of fast 
mana does not help your deck reli¬ 
ably enough to be counted on, nor 
docs it harm you with a draw of 
Elves and no land. 

Truly useful fast, permanent mana 


IN THE FINAL 
ANALYSIS, IS 
RAMPANT 
GROWTH 
WORTH IT! 


beats the one-land-per-tum nile, and Rampant 
Growth doesn’t do this. If you draw it later in 
the game, when you’re not playing a land every 
turn, it might as well have been a land; in fact, a 
land would have been better to draw, since you 
don’t have to pay a casting cost to bring land 
into play. 

In this light. Rampant Growths usefulness is 
borderline. Early in the game, it costs you two 
mana, sacrificing your development on 
turn two to raise you to four lands 
in play one turn earlier. This 
can be significant, however, 
especially when facing a 
land-destruction deck. And 
if you get lucky and draw 
three Rampant Growths 
early on, you could have seven 
lands in play by the end of turn 
four. But then again, when you 
already have enough mana in play, drawing a 
Rampant Growth does little to make your deck 
faster and is essentially a wasted draw. Nature’s 
Lore is faster because it doesn’t make you put 
the land into play tapped. 

Diversity 

Rampant Growth’s main asset is that it allows 
you to pick any basic land—something that the 
faster Natures Lore doesn’t do. This naturally 
promotes the use of multi-colored decks. If you 
have only four mountains in your deck, your 
chance of drawing at least one by turn four is 
only fifty-seven percent. Now, if you add four 
Rampant Growths, the chance of drawing at 
least a mountain or a Rampant Gmwth to 
fetch that mountain by turn four goes up to 
eighty-two percent. Of course vou could 
increase the percentage to eighty-five percent 
just as easily by adding four more mountains. 
But once you add a third land type, this simple 
fix no longer works. 

Rampant Growth becomes more versatile 
the more different types of basic lands you put 
into your deck. Try four mountains, four 
swamps, and four Rampant Growths in a sixty 
card deck. You now have eight cards that will 
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give you a mountain and eight cards that 
will give you a swamp. In this scenario, 
you have a sixty-nine percent chance of 
having at least one swamp and one 
mountain in play by turn four. If instead 
you chose six mountains, six swamps, and 
no Rampant Growths, your chance 
would noticeably be reduced to a fifty-six 
percent possibility. 

What about three different land types 
with Rampant Growth? (You'll also need 
about ten forests in your sixty-card deck 
so you can cast Rampant Growth.) You 
have the choice of increasing the number 
of Rampant Growths at the expense of 
decreasing the number of lands. I’ve 
worked out a table that shows the likeli¬ 
hood of having all three land types by 
turn four. (This presumes you have two 
lands out early on, one of them a forest in 
order to cast Rampant Growth.) 


that vou could wind up with a land that 
cither docs some damage to you or takes 
several turns to use. Adding one of these 
cards increases the chance that you’ll get 
the set of all three colors of mana but 
decreases the chance you’ll get all three 
different basic lands in play. City of Brass 
(or Thawing Glaciers) and Rampant 
Growth work best in tandem. City of 
Brass is extra insurance that you won’t be 
short a color of mana. And Rampant 
Growth greatly increases the probability 
that you won’t be forced to use City of 
Brass beyond the first several turns. 

TheTheory ofThinning 

When you cast Rampant Growth, you 
remove a land from your deck. TTiis 
slightly reduces the percentage of lands in 
your deck, increasing your chance of 
drawing a useful, nonland spell. So 


Number of 

Swamps 

Number of 

Plains 

Number of 

Mountains 

Number of 

Rampant 

Growths 

Probability of 
having all lands in 
play by turn 

Four 

8 

4 

4 

o 

24% 

e 

s 

5 

o 

28% 

5 

5 

5 

i 

34% 

5 

5 

a 

2 

38% 

S 

4 

4 

3 

42% 

4 

4 

4 

4 

46% 

3 

3 

2 

8 

56% 



1 he moral? Rampant Growth helps— 
a lot. Substituting four Rampant 
Growths for lands means the chance to 
have all your lands in place early in the 
game nearly doubles. And late in the 
game the chance of being stuck without a 
land type is greatly reduced. 

But you’ve still got a substantial chance 
of not pulling all the land you need. 
What if you added City of Brass or 
Thawing Glaciers? The problem there is 


instead of having a flat percentage ch 
of drawing a land each turn, vour 
centage chance is variable, or curved 
vou have a higher chance of drav 
lands early in the game when y OU , 
them and a lower percentage chi 
later. As the thinning theory goes 
more Rampant Growths or Nat 
Lores you put into your deck, the sha 
the curve and the more deck thin, 
you can get, which gives you a notice 


card advantage by allowing you to out- 
draw your opponent. 

The only problem is that the “notice¬ 
able card advantage” isn’t: deck thinning 
turns out to be a minimal fourth-oidcr 
effect. With multiple Rampant Growths 
you not only decrease the percentage of 
nonuseful lands as you thin your deck, 
but you also increase the percentage f 
nonuseful Rampant Growths. These fac¬ 
tors work against each other to minimize 
the cumulative deck thinning. 

The One-Step Shuffle 

The final power of Rampant Growth— 
the shuffle—is useless on its own, since it 
changes your deck from an indeterminate 
state to another indeterminate state 
I lowcver, if you combine it with a earth r 
situation where you partially know the 
order of cards in your deck (Svlvan 
Library, Brainstorm, Stunted Growth, 
Clockwork Digger), you can use Ram¬ 
pant Growth to disrupt an unfavorable 
ordering and keep from drawing a card 
that you don’t need while adding another 
land to your resources. 

The Verdict 

In the final analysis, is Rampant Growth 
worth it? I’ll have to be cagcv here. The 
deck-thinning aspect is not very useful. 
The fast-mana aspect is a poor but 
mildly useful bonus. The shuffling aspect 
in conjunction with the fast mana aspect 
improves the scenario (think Sylvan 
Library), but Nature s Lore is far better 
at fast mana. In decks with three or 
more colors. Rampant Growth is also 
useful, but needing a forest to start with 
makes other options (pain lands, Thaw ¬ 
ing Glaciers) more viable. 

Only when your deck needs both shuf¬ 
fling and many colors of mana does 
Rampant Growth become a solid bar¬ 
gain. And since green has Sylvan Library 
and Preferred Selection to make shuf¬ 
fling worthwhile, and multi-colored 
enhancing spells like Birds of Paradise to 
make playing multi-color easier, vou can 
add Rampant Growth to your deck to 
make it faster and to make the shuffling 
pay off. ♦ 

Chris Page believes in living Jangtrcush 
nm id rampant growth. 
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EXPERTtPVICE 


Most of the skill 
in playing a 
burn deck 
involves calcu¬ 
lating just how 
much damage 
you can afford 
t take, and 
how to get the 
n ost efficiency 
out of your 
spells. You need 
t outthink 
yr ur opponent. 


DECk DECONSTRUCTION 


by Beth Moursund 


Burn, Baby, Burn 

I n the earliest days of Magic, before tournament 
niles and deck-building restrictions came along, 
one of the most abusive decks consisted of noth¬ 
ing hut mountains and Lightning Bolts. This deck 
could blast through nearly anything (thus the 
term “bum decks”) and was the example most often 
cited by those campaigning for restrictions. 

Most tournaments quickly settled on a limit of four of 
any one card per deck, and the DCI soon declared this 
the official rule for sanctioned tournaments. This 
made pure hum decks impossible; no deck could have 
more than sixteen red damage spells (Lightning Bolt, 
Fireball, Disintegrate, and Earthquake). As expansion 
followed expansion, however, more red damage spells 
were introduced, making it once again possible to 
build a deck consisting of nothing hut red. Burn decks 
can be interesting to try, and by including a few suit¬ 
able non-damage cards and playing the hum deck 
skillfully, some players have been able to do surpris¬ 
ingly well with them at the tournament level. 

DECK FOUNDATIONS 

The core of a burn deck, obviously, must he the red 
damage spells—-and you’ve got plenty of choices. 
Which ones are best depends mostly on what types of 
decks you expect to be facing. 

Lightning Bolts (and Chain Lighting in Type I) 
give the most damage per mana, so including them 
takes no thought. Incinerate, even though it costs 
twice as much, is still more effective than anything 
else and prevents regeneration. Guerrilla lactics costs 
the same as Incinerate hut docs less damage, making it 
a p<x>r cousin unless you’re facing a discard deck. Hare 



£ 




7“Feel the burn....”~~ 

Illustrator Anson Maddocks 
* recommended “a day ofdipi- 
lift^rji waxings and cucumber 
facialpeels"with this reinter¬ 
pretation of Disintegrate. 


costs more mana for less damage but doesn’t cost you a 
card. I lammer of Bogardan is another late-game card 
and works especially well against counterspell decks. 
Ball I dghtning isn't really a direct-damage spell, hut it 
might as well be one; it’s high power-to-cost ratio 
makes it a gcxxi choice. Pyrotechnics’s flexibility in 
targeting is balanced hv its inflexibility in cost and 
total damage. Pyrokinesis costs one more mana than 
Pyrotechnics and cannot damage a player, however, it 
can be cast with no mana, making it extremely valu¬ 
able in the early stages of a game or after a Jokulhaups. 
Finally, Spitting Earth can give the best damage-per- 
mana of all in the mid- to late-game, but it only works 
on creatures. 

Then we have the mass-damage spells. Pyroclasm is 
the weapon of choice against weenie decks. Earth¬ 
quake is more versatile and also damages the players. 
Torrent of Lava is a less-effective Earthquake that 
doesnt damage the players. Dwarvcn Catapult affects 
flyers and is an instant, hut it’s useless if your oppo¬ 
nent gets (Hit t<x) many creatures. Inferno is inflexible, but 
very powerful, blasting all players and all creatures for 
6 damage. 

Finally come the X spells. Fireball, Disintegrate, 
I ,ava Burst, and Kaervek’s Torch each deal X damage 
for X+l mana, so they’re all equally effective for dam 
aging a player, hut each has a different advantage. 
Fireball can be split to damage multiple targets, mak¬ 
ing it the preferred choice against creature decks. I )is 
integrate prevents regeneration and also removes the 
target from the game if it dies. Damage to creatures 
from Lava Burst cannot be prevented or redirected. 
Kacrvek’s Torch requires extra mana to counter, mak¬ 
ing it the natural choice against a permission deck. 
Volcanic Geyser costs one more red mana than the 
four X sorceries, but it’s an instant. Meteor Shower, 
with its double-X cost, is more effective than Fireball 
if you’re trying to kill several creatures of varying 
power, but it’s far less useful than the singlc-X spells 
for a game-ending blast at your opponent. 

NON-BURN CARDS 

A pure bum deck has no permanents except land. As 
with most deck archetypes, however, some variety can 
strengthen the deck quite a hit. 

All those X spells require plenty of mana, so most 
burn decks include either Mana Hare or Mana Vault 
to increase their mana supply. Mishras Factory pro 
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vides mana and can also pinch-hit to deal a bit of 
extra damage alter your bum spells have cleared 
away any opposing creatures; it also provides some 
defense against creatures if necessary. Finally its a 
good idea to include some non-mountain lands that 
produce red mana, in case of a land-hoscr like Con¬ 
version. 

A “reset button" can cure a variety of ills and gives 
a fast deck a big advantage against slower decks. 

Jokulhaups fills this function admirably, as long as 
you don’t have too many X spells. It wont, however, 
help much against Circle of Protection: Red, which 
is the classic bane of any burn deck; by the time 
you’ve recovered enough mana for serious spells, your 
opponent will likely have recovered enough to power 
the CoP. Another reset button, Nevinyrral’s Disk, is 
often included in addition to or instead of Jokul¬ 
haups; it won’t destroy your land, so you can still 
power vour X spells, and it removes those pesky' Circles. 

It can also be used when you’re faced with an 
enchantment or artifact that changes the color of 
mana produced by your mountains. The other red 
Circle-destroyer, Anarchy, is a must for the side¬ 
board. 

Some burn decks include a few creatures. Hall 
Lightning was already mentioned; though it’s a crea¬ 
ture, it might as well be direct damage because it can 
attack the turn it comes into play. Other attack-on- 
tum-summoned creatures are sometimes used with 
the same philosophy. Think of them as one-shot 
damage effects, and if they happen to survive for 
more than one turn, its an extra bonus. Another 
approach uses regenerating creatures, like Uthdcn 
Troll, which can survive the bum decks mass-damage effects. 
Lron the Relentless has a good damage-to-cost ratio as a one- 
shot and can also regenerate, making it a popular choice for 
cither approach. Subterranean Spirit, with its damage ability and 
immunity to your own mass-damage spells, is another possibility. 



deck, detifned 
and piayd by Chm 
Suw.won a Pro Tour 
Qualifier (7yp« II with 
the thro-hum-each 
requ ir ement) in Seat¬ 
tle last April. 


4 Sail Lighting 
4 Earthquake 
4 Erou the Relentless 
4 Fireball 

2 Rare 

4 Incinerate 

3 Jokulhaups 

4 Lightning Bolt 
3 Hana Vault 

3 Nevinyrral's Disk 
I Zuran Orb 

4 Dwarven Ruins 
4 Mishra’s Factory 
14 Mountain 

4 Strip Mine 

SIDEBOARD 
4 Anarchy 
I Blood Moon 

1 Dwarven Catapult 
3 Pyroblast 

2 Shatter 

1 Feldon’s Cane 

2 Jester's Cap 

I Serrated Arrows 


PLAYING THE DECK 

The original all-Bolt deck was brainless to play: simply Bolt vour 
opponent as many times as possible. The stereotyped view of 
today s bum decks is that they’re equally brainless, and indeed, 
many players do play them that way and soon conclude that bum 
decks stand no chance in the tournament environment Those 
who have won tournaments with bum decks know that it 
requires careful play, calculation, adapting to the opponent, and 
resource management. 

In a bum deck, your damage spells must serve as both offense 
.ind defense. When an opponent has creatures, you must decide 
what to aim at. If you just blast your opponent, the creatures will kill 
you before you can kill your opponent. Since a single creature can 
keep damaging you turn after turn, creatures are far more mana- 
efficient than your direct-blast spells. But if you just blast the 
creatures, vou wont be getting any closer to winning; VO ur opponent 
will keep putting more creatures out as fast as you destroy them. 


The solution to this dilemma is to kill two or more 
creatures with one bum spell. This gives you card 
advantage, allowing you to spend the “extra" spells on 
damaging your opponent. The more creatures you can 
kill at once, the bigger the advantage. Your opponent 
knows this, too, though; a good player facing a bum 
deck will avoid putting too many creatures out at 
once. Most of the skill in playing a bum deck again * 
a creature deck involves calculating just how much 
damage vou can afford to take, and how to get the 
most efficiency out of your spells. You need to out- 
think—and sometimes out-bluff—your opponent 
Keep careful track of how much mana you have avail¬ 
able, how much damage your opponents creature 
can do, and how much life you have left, so you know 
when you can afford to ignore the creatures and 
switch to an all-out assault on your opponent. 

When facing non-creature (or few-creaturc) decks, 
the problems are quite different. Against a lock deck, 
a burn deck’s style approaches the stereotype of mind 
less blasting, since you need to deal enough damage ti > 
your opponent to end the game before he or she an 
establish a lock. Most of the strategy’ in this case 
involves deciding when to cast your X spells: do you 
blast now, hoping to draw another X spell next turn, 
or hold it, hoping to draw more land? You’ll see good 
burn-deck players doing a lot of gravevard-chccking 
when making these decisions. If you have your deck 
contents memorized, you can calculate the odds of 
drawing each type of card. 

I he burn deck is at a disadvantage against land- 
destruction or mana-deprivation decks, since casting 
big-blast spells requires massive amounts of mana. In 
that situation, you II rely mostly on your Bolts and Incinerates; 
your X spells usually won’t be able to deal more than 2 damage. 

gainst permission decks, too, the cheaper spells become more 
important, since any big blast is sure to be countered. A bum 
cc C ^ n °* tcn overwhelm a permission deck, since the bum 
deck will have more blast spells than the permission player has 
c< unterspells. I hi s advantage may vanish if the permission deck 
me uc es effects to let the player draw extra cards. Bum-vcrsus- 
pcrmission games frequently become brain games and bluffing 
ests, as the burn player tries to draw out the counterspclls 
^ r c permission player to tap out, allowing him or her to 
a L-! T° rC * m ^° rtant S P C ^* Alternatively, the hum player tries to 
. C I^' I * ,Tl,ss * on player think there’s a more threatening spell 
g an opes his or her spell will he allowed in anticipation 
of a greater threat that doesn’t really exist. 


f j \ ^ ^!° ^ ^ oursun d actually does have a life outside the vcrld 

pa$eT Hana R ad ah ° Ut her m * Aboui 0ur Contributors on 


itruttion" Jo Th. fViT^pr?.!' d ' icUiM ' d . wntr t»'D«tk D*<on 
P ° *° X tWST, or until ui 
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' Wizards of the Coast. Inc. Miraga. Fourth Edition and 
iTeglstered trademark of HobbyTo** Unlimited. Inc. 
and artist JgflftApiton. Donato Gianfcola and Jan Milli 


Mob^e, AL 
Flagstaff. A2 
Colbert. A2 
Kingman* AZ 
Phoenix, AZ 
Scottsdale. AZ 
Tucson AZ 
Fort Smith, AR 
Little Rock. AR 
Canyon Country. CA 
Chico. CA 
Fresno. CA 
Milpitas, CA 
Colorado Springs. CO 
Colorado Springs, CO 
Fort Collins. CO 
Longmont. CO 
Montrose. CO 
Westminster. CO 
New Milford. CT 
Miami. FL 
Ormond Beach. FL 
Tanoa. FL 
Atlanta. GA 
Kennesaw. GA 
Columbus GA 
Macon. GA 
Boise. ID 
Moscow. ID 
Boommgton, IL 
NapervtBe. IL 
Oak Park IL 
Evansvtlo, IN 
Indianapolis. IN 
Memflvtfe. IN 
Hutchinson. KS 
Lawrence. KS 
Overland Park. KS 
Wichita KS 
Atexandna, KY 
Ashland. KY 
Lexington KY 
LowsvSte. KY 
Mayfield. KY 
Owensboro KY 
Glen Burnt©, MD 
Easton MD 
Bellingham. MA 
iron Mountain. Mi 
Traverse City. Ml 
Brooklyn Park. MN 
Eagan. MN 
Minnetonka. MN 
Jackson. MS 
Cofumtxa. MO 
Kansas City. MO 
Lee's Summit. MO 
Springfie’d MO 
St. Louie. MO 
Boatman, mt 
Grand Island. NE 
La Vista. NE 
bncotn NE East 
Lincoln NE North 
Norfolk. NE 
Omaha. NE 
Carson City, NV 
Las Vegas. NV 
Las Vegas. NV North 
West Berlin. NJ 
Farmington. NM 
Amherst. NV 
Islandia. NY 
Plattsburgh, NY 
Charlotte. NC 
Wilmington, NC 
Grand Forks. ND 
Elyria, OH 
Cincinnati. OH 
Mentor. OH 
Clackamas. OR 
Columbia SC 
Chatanooga. TN 
Franklin. TN 
Germantown. TN 
Knoxv.Be TN 
Nashville TN 
Abdene.TX 
Arlington. TX 
Austin. TX 
Dallas. TX 
Houston. TX 
Plano. TX 
San Antono, TX 
San Anton»o TX II 
Vtrgaua Beach. VA 
Federal Way WA 
Lynnwood WA 
Southoanter. WA 
Madtsor Wi 
Oshkosh. WI 


1334)633-84*6 
(520)214-9887 
(602) 892-0405 
(5201753-4113 
(602) 598-5282 
(602)948-3946 
(520)882-8888 
(501)452-6543 

(501) 223-5155 
(805)25*-8555 
{916)899-2977 

(209) 435 3342 
(406) 945-6524 
(719)531-0404 
(719) 637-0404 
(970)224 5445 
(303)774-1557 
{970)249-5451 
(303)431-0482 
(203) 355-3000 
(305)273.7803 
(904)672-5441 
(813) 968-7233 
(770)393-4475 
(770)426-8800 
(706)660-1793 

(912) 474-0061 
(208)376-1942 
(208) 882-9389 
(309)827-9693 
(708)778-8707 
(706)445-8056 
(812) 477-7200 
(317)845-4106 
(219) 736*0255 
(316) 662*4499 

(913) 865-0883 
(913)649-7979 
(316) 683-7222 
Coming Soon 1 I 
(606) 324-1299 
(606) 277-5664 

(502) 254-5755 
(502) 247-4742 

(502) 688-9080 
(410) 590-4950 
(410)820-9308 
(508) 966-3559 
(906)779-0494 
(616)929-5615 
(812) 424-6062 
(612)452 9260 
(612)470 7474 
(601) 957-9900 
(314)446 7418 
(816)469-9590 

(816) 525-6885 
(417)889-5757 
(314)3940177 
(406) 587-3512 
(308)382 3451 
(402) 597-1888 
(402) 434-6056 
(402)434-5076 
(402) 371 -2240 
(402)697-9514 
(702) 883-5476 
(702) 259-0166 
(702)656-0693 
(809)768 7560 
(505) 325-5156 
(716)833-7700 
(516) 342-1516 
(518) 562-0142 
(704; 544-2303 
(910) 256-0902 
(701) 746-0706 
(216)324-5833 
(513)336-6220 
(216)946-5586 

(503) 652-5899 
(803) 407-2373 
Coming Soon! 
(615)771-7441 
(901)757-8774 
(4231 690 6423 
(615 851-2400 
(915) 692-8660 

(817) 557-2225 
(512)440-7877 
(214) 327-2372 
(713)955-7097 
(214) 758-7575 

(210) 829-8697 
(210)641-9771 
,904) 464-4U0 
206)946-4342 
(206) 774-06-9 
(206)575-0949 
(606) 833-3353 
(414) 426-184C 


No HobbvTown USA 

In Your Area? 

For more information about 
opening your own HobbyTown 
USA Franchiea, call ue at 
( 402 ) 434-5052 


OVER 100 STORES AND GROWING NATIONWIDE! • (402) 434-5050 

Franchise Headquarters • 6301 South 58th Lincoln, NE 68516 
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Maintain your competitive edge_ 

Speak the universal language of Ma; 

Display box converts into a 


Display box converts into a 
carrying case which holds 
up to 840 cards. 
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This great set includes: 

2 preview boosters (15 cards each) selected fro 
a subset of 25 Visions™ cards, the limited-editio 
expansion to Mirage™ 

1 Italian Alliances™ 

^ German Renaissance™ 

1 Japanese Chronicles TM 

. . c 1 p rench Homelands™ 

Look for the Multiverse Gift Bov m . 

BOX ,n November where all great games are 

mzards - 
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by Tom Wylie 


The Simplicity of the Source 


Players should 
be able to draw 
mana whenever 
they need to, 
without monkey¬ 
ing with the flow 
of the rest of the 
game. 


W hen wc set about revising the rules 
for Fifth Edition , one of our biggest 
goals was to simplify the game and 
to eliminate a lot of “comer case" 
rules that were used more in news- 
group discussions than in actual games. While 
we generally succeeded in this goal, wc wound 
up creating some rules that were deceptively 
simple, but once scrutinized, turned out to be 
complex. The poster child for these rules is the 
mana source. 

The basic theory' behind mana sources is sim¬ 
ple: Players should be able to draw mana whenever 
they need to, without monkeying with the flow 
of the rest of the game. So wc allowed mana 
sources to be usable at any time, and eliminated 
the chance to interrupt (and therefore counter 
them). As it turns out, these rules generate some 
questions, especially about the “at-any-time” 
part. ITiis article takes a closer look at mana 
sources, and answers some of the frequently 
asked questions about them, not to mention a 
few obscure ones. 






What Counts as a Mana Source? 

By design, a mana source is any spell or ability 
that adds mana to your mana p(x>l during reso¬ 
lution. But remember, adding mana to your 
pool at some other time does not qualify the 
spell or ability as a mana source. For example, 
Mana Drain is simply an interrupt. On the flip 
side of the coin, doing something in addition to 
providing mana discounts the spell or ability as 
a mana source, unless its a land ability. For 
example, Brushland s ability is played as a mana 
source, but Elves of Deep Shadow s is played as 
an instant. 

Before you get frustrated by what seems like a 
lot of exceptions to remember, keep in mind 
that you only have to remember them when 
interpreting old effects that used to be played as 
interrupts; and even then the answer will usually 
be obvious. When looking at a card printed 
from Mirage onward, the card text will tell you 
whether or not the spell or ability is a mana 
source, unless of course you’re looking at lands, 
which still won’t remind you of the rule that 
says that all mana-producing land abilities arc 
played as mana sources. 

Permanents themselves are not considered 
mana sources, just their abilities arc mana 
sources. The fact that Daring Apprentices abil¬ 
ity is played as an interrupt doesn’t mean that 
Daring Apprentice itself is an interrupt. By the 
same token, the fact that Quirion Elves’s ability 
is played as a mana source doesn’t make Quirion 
Elves a mana source. This means that Mystical 
Tutor, for example, cannot dig a land, or Quirion 
Elves, or any similar card out of your library. 

Can I Counter a Mana Source? 

The answer no. Mana sources differ from other 
effects in that there is no opportunity to inter¬ 
rupt them. In fact, they do not follow' the nor¬ 
mal “life cycle” of an effect at all. They arc 
simply played, successfully cast, and resolved all 
at once. Any effects that trigger on the mana 
source being played, on its being cast, or on its 
effect, wait until after it has resolved, at which 
time they all go off as one big group. For exam¬ 
ple, if Malachite Talisman triggers off the cast- 
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ing of Dark Ritual, the mana will be put 
in your pool by the time the Talismans 
effect goes off, so you can spend that 
mana on its effect. (This was not true in 
Fourth Edition , when the Talisman s effect 
went off during a gap between Dark Rit¬ 
ual s casting and its resolution.) 

This produces, what some consider to 
be, a major consequence; triggered effects 
which counter spells or effects that have 
already been played cannot counter a 
mana source. For example, Nether Voids 
effect will trigger when Dark Ritual is 
played, but will not try to do anything 
until Dark Ritual has already resolved, at 
which point its far too late to counter it. 
So, while you could still choose to pay 3 
as a result of Nether Voids effect, refusing 
to do so does not retroactively counter 
Dark Ritual. This principle extends to 
effects without a buyout clause, such as 
Bazaar of Wonders. Effects that prevent 
you from playing the mana source in the 
first place, such as Cursed Totem, work 
normally. 

When Can Mana Sources Be Used? 

The rules say that mana sources can be 
used at any time. What this really means 
is that there is no part of the turn when 
you arc barred from using mana sources, 
for example, you can use them during the 
untap phase, pointless as this normally 
might be. 

What you cant do is use mana sources 
simultaneously with some other event, 
such as playing a spell or ability', or putting 
a destroyed creature in the graveyard. If 
you re not sure whether you can use a 
mana source at a certain time, think about 


obvious, since they break up what is nor¬ 
mally an “atomic" event. 

You can still use mana sources at all 
sorts of times that might seem peculiar. 
For example, when an effect triggers one 
or more other effects, there is a gap 
between the resolution of that effect, and 
the resolution of the triggered effects, 
during which time mana sources are legal. 
So when you play Lake of the Dead, for 
instance, there is a gap between the Lake 
entering play, and the resolution of its 
“comes into play" effect. During this gap, 
you can use either of the Lakes abilities 
and get mana out of it before it is buried. 
(This is the only land from this cycle that 
can use both of its abilities if you don’t 
sacrifice an appropriate land to keep it 
around, since it is the only one whose sec¬ 
ondary’ ability is played as a mana source.) 

What about Effect Resolution? 

One of the more bizarre consequences of 
the rules for mana sources is that you can, 
in fact, use them during the resolution of 
the effect. Die resolution of an effect is 
not one big, indivisible event, such as 
playing the spell or ability in the first 
place. Instead, it’s a stretch of time when 
certain events happen as described by the 
card. Between those points, and just as 
resolution begins or ends, both players can 
use mana sources. This probably sounds 
weird, so try to think of the resolution of 
an effect as structured like the combat 
step, in which there’s a stretch of time that 
has certain mandated steps, but allows 
you to play effects in between those steps. 

For example, Shatter has one step: 
destroy target artifact. Thus you have two 


whether it’s the sort of time when a trig- chantstoZ ^ 

gered effect would ttW Tf" cha ^es to use mana sources during its 


gered effect would trigger. If it is, 
then you can’t use the mana 
source; if it s not, then you proba¬ 
bly can. For example, if sacrific¬ 
ing a creature is part of the cost 
of a spell, you cannot also 
sacrifice that creature to 
Ash nod s Altar, since 

doing so would require 
using a mana source 
while paying the cost ^ 
of a spell, yvhich is ille¬ 
gal. Certain cards, such 
as Forgotten Lore, are 
exceptions that should be 



resolution: 1) just as the resolution 
begins (before the artifact is 
destroyed); and 2) just as resolution 
ends (after the artifact is 
destroyed). Divine Offering, on 
the other hand, has two steps: 
I desa °y tar K<- -t artifact, and gain 
life. Therefore, mana sources 
can be used between 
these two steps. 

So how do you 
decide how many 
steps an effect 
resolution has? 
In the interest 


of simplicity, you only need to know one 
thing: the steps of an effect are separated 
by periods, or ‘then occurring inside a 
sentence. Whether a given sentence feels 
like it should actually be multiple steps, or if 
it seems like two sentences arc really the 
same step, is not important; it is better to 
remember this simple rule than to list 
twelve different exceptions based on what 
“feels right." 

Note that this will occasionally lead to 
there being several chances for mana 
sources when only one is necessary'. For 
example, Goblin Scouts contains two sen¬ 
tences—one telling you to put tokens into 
play, and one explaining yvhat sort of crea¬ 
tures the tokens represent. Therefore, the 
effect has two steps for purposes of using 
mana sources, even though the second 
sentence is really just explanatory. The 
same is true of abilities that end with “Use 
this ability only..." clauses that restrict 
their use; the extra sentence prorides 
another chance to use mana sources. Is 
that extra chance ever going to be useful- 
No, of course not, but one of the prices of 
simplicity is the occasional bizarre result. 

Of course, no self-respecting timing 
rule comes without an exception, and the 
rules on using mana sources during effect 
resolution have more self-respect than 
you can shake a Despotic Scepter at. The 
obvious exception is when an effect su n 
as Power Sink tells a player to use mana 
sources. A less obvious exception is when 
a player uses a specialized spell or ability 
during a resolution—for example, regen¬ 
erating Shatter’s Target or using Aladdin’s 
Lamp. Playing the spell or ability provides 
the chance to use interrupts, and thus the 
opportunity to use mana sources. 

In Conclusion 

Hopefully this article has enlightened 
you more than it has confused you. If)ou 
didnt quite grasp all the variables about 
using mana sources during resolution the 
first time around, don’t yvorrv too much 
about it; the odds that someone yvill actu¬ 
ally abuse these rules are extremely low. 
You should be able to get by just fine by 
making your moves intuitively’. # 

For some reason , the first draft of Tonis article 

using 'mana sore' instead of'mana vow a 
Must ve been one of those Freudian slips. 
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Orders/Pre-Orders 
TODAY! 


■gply Can't find the exiansion you're looking for? 

Well, get out of your parents' 

( 9 » basement and get on down to 

The Armory Retailer near you! 

j J-| i \P\ [( We've got more Wizards of The Coast Products 
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Destroy your opponent for a chance to win 

prizes, including a deck constructed and signec 

Richard GarfieJ 

The war rages on, leaving 
both you and your opponent exhausted 
and depleted. He has just used most of his 
resources to eliminate your Stockpile—if 
you have to draw, you’re dead. You know 
that he has only 13 cards left in his 
Stockpile, and one big ’Mech". 


Using your remaining 
resources and the cards in your hand, 
inflict the final 13 points of damage on 
your opponent’s Stockpile to win 
the game. 


1 Grand Prize: a dec k constructed 

and signed by Richard Garfield, one box of d 
. . . boosters, and a copy of 

M er ce n a ri e s°°"«hwl ri <^ 2: 


5 First Prizes: 2 , 

5 l . starter decks, 

\ Q .. . . boosters, and a copy 

°I"U' V,S .'°" s CO-HOM game 
MechWarrior 2: Mercenaries 


25 Second Prizes: l 

deck and 3 . starter 
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The Making of Mirage Jr. 


b Y Michael c. Rya 


d< 

/ pal 

Stl 

or 


aniuraa has undergone quite a few changes since the events of 
Miragr. War is everywhere. The three nations of the conti- 
nent Femeref, Zhalfir, and Suq'Ata—have practically 
crumbled under the repeated assaults of the would-be con¬ 
queror Kacrvek. Mangara remains captured in the amber 
prison; leferi remains aloof from the destruction raining 
down upon Jamuraa; and jolrael remains confused bv her 
allegiance to the evil, manipulative Kacrvek. For others 
strange visionary dreams of the fiiturc have begun. And for 
one, these visions are of death. 

Welcome to the last leg of your travels across Jamuraa- 

J!' 0 ™' " ,zards ot the Coast ’ s «nth expansion for Magic- 
Ihe Gathering, returns players to the setting of last year's 
stand-alone expansion Mirage, where lions sleep in the 
afternoon sun while efreets pass overhead, disappearing 
and reappearing in turn. With over 160 new cards , Visions 
builds on phasing and flanking, adds over a dozen flyers to 
the play environment, and revitalizes the concept of return- 
■ng cards to the hand. Add to this the chance to play some 


enchantments as instants, and the playing field 
'vill change so rapidly that players might want 
to get their vision checked. 


Visions Fission 

l isions anti Mirage have a great deal in common, bcginnii; 
with the design team. Bill Rose, Joel Mick, Charlie Catin . 

>n ^ and Howard Kahlenberg designed the 'ft' 
simultaneously, dove-tailing concepts, costs, and strategic* 
t<> make the Type II environment in particular a lively har- 
t eground for players. And because the two expansions arc 
essentially one set divided, players will find a wide variety 
ut concepts working fairly effectively together— Shallow 
rave trom Mirage, for example, brings a creature from the 
graveyard to play unaffected by summoning sickness, but 
the creature has to be buried at the end of any turn. Vanish- 
mg, a blue enchant creature card from Visions, lets a player 
pay * 4 ro phase out the enchanted creature. The we 
cards together, co-developer Mark Rosewater points out, 
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can turn Shallow Grave into an Animate Dead variant. 

‘Players who really, really liked Mirage and wished that set 
had been bigger," says co-dcsigncr Bill Rose, “arc going to be 
'try pleased with Visions.” 

Additionally, Visions continues the story begun in Mirage , 
anng the war amongst the mages to its tragic conclusion. 
And even as plavers reacquaint themselves with Shauku, 
Ikkim, or Rashida Scalebanc, they’ll encounter other names 

’ an* blasts from the past—atogs rear their toothy heads 
a tutor returns to educate players of black, the mysterious 
1 i provides a peck into its lair, and an ancient king named 
s ileiman passes his legacy down to plague the djinns and 
c fectsx>fjamuraa. 

We ve also added a couple of powerful minotaurs, says 
s '> players will finally be able to use their Didgeridoos. 


◄ Sissy's Ring by Donato Gianusb 

▲ Griffin Canyon by Stuart Cnr:» 

▲ Suq'Ata Lancer by Jeff Miracola 
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“Wc had to change Sheitan to 
Nckrataal," Rose points out. “Sheitan 
means ‘Satan* to Muslims, and it has 
never been our intent to offend anyone.” 

Some names were changed to 
accommodate story (the goblin keepers 
named their prize djinn—originally 
called Magglethorpc—“Cook Us," or 


A Kookus by Scott Hampton, 

A Katabatic Winds by Cary Gtanni - 

► Femeref Enchantress L y D. Alexander Gregory f 


Revision and Re- Vision 

1 he more things change, the more 
things...well, change. Though it began 
life as Mirage Jr, Visions quickly went 
through a series of name changes: early 
names included Lions Rye (to tie in with 
the Lion’s Eye Diamond from Mirage) 
and Jungles Edge (to complement the 
African feel of the set). Initially, Visions 
itsdt was discarded as a possibility be¬ 
cause it was a card name in both Legends 
•md Fourth Edition; this same argument 
*< d to the card Mirage being renamed 
Shimmer in Mirage, hut Asmiras 
prophecies were central enough to the 
backstory to make the name work. Other 
names (see sidebar on page 64) were not 
so appropriate. 


Kookus), to appease team members (I 
[Krrsonallv rallied tor the former “Whirl¬ 
pool” Dji„n ,o be named Waterspout 
Ujmn), or to tit the card (Kvscu Drake is 

°‘ cou / 8e > “ Suck >" Drake, though Rose- 
conceded that the 2/2 flyer is' actually 
better than it should he for green”) 

Card [lowers changed along the wav as 
wc U-or example, I*irehlast, a red instant 
tor C 4. allows its caster to sacrifice two 


mountains instead of paying its cost, and 
then to deal 4 damage to a creature or 
player. But the card, according to Rose 
was originally broken. Instead of sacrific 
ing, Fireblasts caster returned three 
mountains to his or her hand. This allowed * 
player to gain an exceptional advance 
when playing with Armageddon. 

Other cards simply didn’t 
make the cut: 

• “Super-Phase,” a blue 
instant for 3 4 4 4 , phased 
out a player’s library; hand, 
and graveyard, as well as all 
of that player’s permanent , 
and reduced all damage 
dealt to that player to 0 
until the beginning of that 
players next upkeep. 

• “Recurring Nightman* 
was a black enchant creature 
card that, when played on a 
creature its caster con 
trolled, gave that creature 
+ 1/+1 and phasing. Addi¬ 
tionally, if that creature were 
ever put into the graveyard, 
it was removed from the 
game—and another crea¬ 
ture was taken from the 
graveyard, put into play, 
and enchanted with Recur 
ring Nightmare. 

• “Commandant Tit- 
moorc” (which became 
Gypt the Gnarled) was 

red legend that counted as a gob¬ 
lin and made all of its controlled' 
creatures 2/2. “l"his card could 
become confusing when another 
card like Gypt comes into play’ 
Rose says. “What if 1 play another 
card that says all creatures become 
3/3? Which card do I proccs' 
first?” 

Rose notes that while Gypt ' 
abilities might be sidelined, Gy] 
himself may yet show up in a 
future expansion, along with such cut 
cards as “Demented Goblin Sorcerer." 
Rotheflo (a green legend), and “Goblin 
Life Machine.” 

Becoming a Deckrosavant 

Visions offers players a wide variety of 
new and potentially powerful cards, 
many of which will require a little practice 
to perfect. Cards [continued on page 64] 
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Visions Told: 

The Resolution of the War for Jamuraa 

destiny was pushing them to 
rescue Mangara, who, she 
knew now, was held in 
enchanted amber in a palace 
deep in the Mwonvuli Jungle. 

Rashida formed an elite 
guard for the rescue mission 
with Asmira as their guide, 
while Jabari and Hakim set 
about to create a distraction. 
Their opportunity came when 
Kacrvcks armies crushed the 
Zhalfirin city of Ufunguo. Led 
bv a dream, Jabari brought 
the survivors to Tefemburu, 
where Kaervck would be sure 
to focus his attention, thus 
giving Rashidas group their 
opportunity. 

Hie size of Kacrvcks armies 
of undcad, dragons, and fell 
spirits guaranteed that Tefem¬ 
buru would not survive long, 
but 1 lakim told a talc of how 
the inhabitants of a city 
escaped a siege—a tale that 
came to him in adrqam.Thc 
telling of the storv wote a spell 
that caused the besieging crea- 
tures to temporarily vanish. 

Knowing that the enemy 
w ould soon reappear, the 
guildmages decided to booby 
trap the city after evacuating 
its own citizens. As dusk fell 
the next day, the armies of 
Kaervek reapjxrared. I Unaware 
of the evacuation, they 
charged into the city, and the 
trap sprang, destroying the 
city and Kacrvcks armies. 

Kaervek was awakened 
from a scrying by the psychic 
scream of his armies* deaths. 
Panicked, he summoned rein¬ 
forcements with all of his 
remaining powers and magi¬ 
cally searched for the being 
powerful enough to thwa rt ^ 
him. I Ic found new inhabi¬ 
tants on the isle that had first 
drawn him to Jamuraa, and he 
knew that they must be 



▲ Fallen Askari by Adrian Smith, 

▼ Undiscovered Paradise (background) by David O'Connor 


with superhuman strength 
and speed. She was able to 
strike down Kacrvcks forces 
in a dizzying attack before 
sinking to the ground, stunned ' 
and horrified at what she had 
become in order to succeed. 
Meanwhile, Asmira struggled 
with a ritual that would break 
the amber prison. Purraj, the 
only enemy survivor, leapt tor 
Asmira, who ignored her 
lethal blows and managed to 
complete her ritual with her 
dying words. I ler sacrifice was 
punctuated by a blinding shaft 
of light that shattered the 
prison. 

Freed now, Mang.ua magi¬ 
cally traveled to the l Uiscrk 
Marshes to face Kaervek. A f\ 
fierce battle ensued, hut 
Kaervek at last was downed by 
Mangaras Quirion archers. 

Before he recovered, Mangara 
sealed him in the same amber 
prison where he had suffered 
for so long. The war, at last, 
was over. 

Jamuraa lives on, hut the 
corrupting influence of 
Kaervek remains, and Janui- 
raans know they can no longer 
depend on the vision' that 
saved them. The people may 
sec the dawn of a new age. but 
the shadows of the p.ist will 
remain to shrewd their hopes. 

—by Pete Venters 


aervek, the 
evil mage 
who was 
trying to 
conquer 
Jamuraa as 
part of his expansionist plans, 
fclr i-ured of victor)' since the 
: three northwest countries— 

* Femercf, Suq’Ata, and Xhal- 
! fir-were all in dire trouble. 

I But Kacrvcks ally, another 
] m e named Jolracl, had her 
doubts about the morality of 
the war she had helped to 
start. She had only wished to 
prevent the wizard Mangara 
j from dominating Jamuraa and 
now found herself questioning 
her choice of allies. Secretly, 
she tried to release Mangara 
from his magical amber prison 
but was stopped by Kacrvcks 
wards. Then she realized that 
it * .is only a matter of time 
re Kaervek discovered her 
disloyalty. 

\nd sojolrae! searched for 
Kip. At last she discovered a 
pr cnee of energy on the 
w d that had first drawn 
M.uigara and Kaervek to 
Jar araa. It was the ancient 
Zf dfirin royal mage Tcfcri, a 
f cswalker who could exert 
cn >u£h power to crush 
Kaervek. She teleported to the 
isle and confessed to Tcfcri her 
part in Kaerveks invasion, 

I f° r bis help. But 

Tcferi refused to intercede; his 
experiments with rime could 
threaten Jamuraa if left unat¬ 
tended. Instead, he offered to 
guide the leaders of Jamuraa 
through dreams and visions. 

Within weeks the leaders of 
Jamuraa—Asmira, Rashida 
s tid>anc,SidarJabari, and 
i iakim, I .orevveaver—were 
driven by dreams to meet. 

Only the prophet Asmira 
knew why. She explained that 



responsible. Kaervek gathered 
Jolracl and his forces and 
sailed to Tcfcri s isle, leaving 
the cat warrior Purraj and a 
variety of minions to guard 
Mangara. 

Kaerveks confrontation 
with Tcfcri was short-lived, 
forTeferi easily sank Kaerveks 
armada. During the fight, Jol¬ 
racl ambushed Kaervek on his 
ship, severely injuring the 
mage. The ship was capsized, 
hut one ofTefcri’s drakes 
pul led Jolracl from the wreck 
age. Kaervek also managed to 
escape and limped to the 
nearby Uuserk marshes. 

Meanwhile Asmira, 
Rashida,and the*Scalebanes 
Klit op f< >ught t heir way 
towards the Mwonvuli Jungle 
in search of Mangara. Asmira 
feared they would not reach 
him before Kacrvcks return, 
but hope came from above: 
I>cd by a vision, the captain 
Sisay and her flying galleon. 
The Wentbmlgbt, landed in 
front of them. 

With Sisay s aid they found 
Mangaras prison in under a 
day, and closet! with its 
guards — Kaerveks minions 
led bv Purraj. Rashida saw 
that her troops were losing, so 
she fought her revulsion for 
her nemesis and donned a 
dragon mask that imbued her 
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A Goblin Swine-Rider i yC. Darrow and l. Robarot 


like the black sorcery Forbidden Ritual 
(“Sacrifice a card in play: Target oppo¬ 
nent loses 2 life unless he or she sacrifices 
.1 permanent or chooses and discards a 
card. You may repeat this process as 
many times as you choose”) will force 
players to carefully consider precisely 
how the playing field shifts with each 
decision. But even this challenging card 
promises to be child’s play compared to 
Rose’s choice for the most interesting. 

“Chronatog,” he says with certainty, 
citing one of his favorite cards. A 1/2 
creature that gets +3/+3 until end of turn 
for the cost of skipping your next turn, the 



"Look not at visions but at realities." 

-Edith Wharton 


Chronatog will undoubtedly become 
popular, Rose predicts. “In a Stasis- 
Kismet-Chronatog combo,” he says, 
“you skip turns for the rest of the game, 
and once your opponent’s mana 
sources are all tapped out, you basically 
lock that opponent down until he or 
she runs out of cards.” 

Both the Rainbow Kfrect (a 3/1 flying 
blue creature that phases out for •#) 
and the Aku Djinn (a 6/6 trampling 
black creature that, during its con¬ 
troller’s upkeep, gives all of an oppo¬ 
nent’s creatures +1/+1 counters) also 
rank high on Rose’s list of cards to 
watch. The Rainbow Kfrect should prove 
“very hard to kill,” according to Rose, 
“because you can save it bv phasing it 
out.” And the Aku Djinns trade-off is 
well worth it—after all, the Djinn only 
costs 

And then there’s the Zhalfirin Cru¬ 
sader. A 2/2 white creature with flanking, 
the Crusader has the ability to redirect 1 



damage from itself to a target creature 
player, making it potentially quite the 
killer. “You only have to have two mana 
available to kill a 3/3 blocker and ha, 
your Crusader survive,” Rose points out. 

He expects to see this card crop up in 
quite a few decks. 

Of course, Visions cards also combine to 
form deadly combos. When you plav 
Blanket of Night (a black enchantment 
that makes every land not only its own 
land type but also a swamp) with Kormus 
Bell (to make those swamps 1/1 creatureO 
and then cast Infernal Darkness (which | 
deals X damage divided among anv nun 
ber of creatures for each swamp you return 
to your hand), you can devastate \our 
opponents mana sources. Again, plaurs 
will have to weigh the balance berw -n 
destroying an opponents lands and hav 
ing a handful of land themselves. 

Changing Perspective 

Even .is Visions alters the Magic pla\ 
environment, plans are well underway i 
future expansions. Sisav and the Wcatb 
erlight are likely to return—hut even 
thing else about those sets remain - 
cloaked in secrecy. 

for now, players will have their hand- 
quite full finding different and exciting 
combos and locks as the menagerie of 
new Jamuraan creatures and people 
appear in tournaments all over the world. 
Players who are already pleased by how t 
many choices they have each time the. 
use a Grinning Totem to explore ~ 
opponent s deck are bound to be pica-, 
bv the treasures Visions will provide. 

And just which Visions cards would 
Rose take with his Totem? 

Archangel,” he says confidendy, then, 
after a moment’s consideration, " r 
Relendcss Assault. Getting an additional 
attack can be a game winner.” 

After another moment, he adds, "Or 
Miraculous Recovery. Bringing back 
dead creature bigger and better than 
when it died and doing so as an instant can 
be very useful.” 

And if one of the designers changes his 
niind about which are the best cards in 
l isions , players can trust that they’ll have a 
glorious time deciding for themselves. 

Michael G. Ryan is a freelance writer and 
an editor for Wizards of the Coast. 


ell, at feast don't look at their original names. Before cards get their “offkia 
’ names, they bear the burden of early monikers bestowed upon them by the 
designers and developers. Sometimes those early names stick-like Peace Talks or 
Archangel-and sometimes they pass through the age of innocence, changed forever. 
Can you match the original name with its final title? 


1. Stench of Offal 

2 . Block-My-Bear 

3. Jabari's Crusade 

4. Boomerang Bears 

5. Drain Lifer 

6. Wrath of Another God 

7. Aether Lord 

8. Phastation 

9. Lion's Eye Avengers 


A. Suleiman's Legacy 

B. Retribution of the Meek 

C. Blanket of Night 
0 Pygmy Hippo 

E. Breezekeeper 

F. Man o' War 

G. Infernal Harvest 

H. Scalebane's Elite 

I. Vanishing 


BONUS QUESTION: 

This blue Visions instant was so-named because it has bppn mnci#i A a 

for earlier expansions. Which card is it? considered as a nam 
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For your convenience* we've listed Visions cards by color. Non-land 
V isions cards are printed in threw rarities: common, uncommon , and rare. 
I he projected average distribution for a Visions booster is one cardfrom 
t m ran sheet , three cards from the uncommon sheet t and eleven cards from 
the common sheet. Actual distribution may vary. 


1 AfejDjnn 

2 BMtofttght 

3 Brood of Cockroaches 

4 Coeroon 

5 CryplRate 

6 QarkPmfege 

7 Dew* fetch 
| Desotebon 

9 Fsfcnfekan 

10 Fortridsn Htual _ 

* Chami 



Summon Djinn 
Enchantment 
Summon bisects 
Sorcery 
Summon Rats 
Enchant Creature 
Enchant Creature 
Enchantment 
Summon Kreght 
Sorcery 


7 Ffer Tombs of Abu 
il pyeton 
9 SuQAtaAssassm 
23 frPbfemor 

21 ibturg MndBuder 

72 Vfepmc Tutor 
23 Wrepnsm 
74 Wake of Vultures 

25 IlftdwlRewari 

26 


instant 

Sorcery 


Terese Nieteen 
CMf Nielsen 
G DarrowA 
DiTerhzzi 
Paul Lee 
Tom Kyffin 
Brian Horton 
George Pratt 
Adrian Smith 
ChnatophecFtosh 


□ 85 


Rabarot 


Summon Nacreeavant 
Summon Nekretaai 
Enchant World 
Summon Python 
Summon Assassm 
SummoaCydope 


Summon Mmdsucker 


Greg Spaienka 

Nathalie Hertz 
Bryan Tatoot 
Pete Venters 
John Coutthart 
Aidnan Smith 
Terese Nteteen 
Slave White 
Gary Gianni 
George Pratt 


Enchant Creature 
Summon Wittures 


U Enchant Creature 


Tony Ditertzn 

Gary Leach 
Gary Leech 
Jett bhracola 
D Alexander Gregory 
Gary Leach 



Keeper of Kookus R 

Kookus R 

Ughtnmg Ckwd R 

Mop Mentabty R 

Ogre Enforcer R 

Raqmg Gontta R 

Relentless AssauB R 

Rock SWe R 

Soitatara R 

Song of Blood R 




C3 Mortal feued 

« W fekrtOder 
| U feriterfemors 
*3 K Ounonttad 

67 (kmor Ranger 
« feerBoa 
P * fewer 

?i 


SfefedngtMbeetliG 

WorBtooBl G 


MlOranguWn 


72 
71 
71 

^5 A no Shear 
* logwanPhowex 

77 

78 GMLtf 

79 tm&m 

.» OnMatMom er 
tl 
82 

83 K«fe«e 

84 ^QCydops 


etfeSmaa-RMw 


Summon Lchenfhrope 
Enchant Creakrt 
Sorcery \ 
Summon Cat Warriors 
Summon DnteJ 
Summon Erf 
Summon Snake 
Enchantment 
Enchant C reate* 

'Summon Wktebeests 

Sorcery 
Summon Ape 
Summon Warthog 


Summon Phoenh 
Summon Dwarree 
Enchant World 


Summon Gobi*) 


Enchentmert 
Summon Cyrtopa 


Bob Egglcton 
Kevtn Walker 
Terete Nielsen 
Oeck Fernando 
John Matson 
Tom Kyffin 
Steve White 
Jon J Mutt) 
RonSpeacer 

Randy GaBegos 

Nrate Leonard 
llnaFncker 
Steve White 
GaryGamti 
David O'Connor 
Prtr Venters 
Jerry Tbiblfi 
Michael Danza 
Scott Kbuchner 

G Danow & I Rabarot 

Greg Spaienka 
Alan Rabinowitz 
DiTertual 


Rare 

Common 

Rare 

Common 

Rare 

Common 

Common 

Rare 

Common __ 
Uncommon” 


Common 


Rare 

Common 

Rare 

Common 

Uncommon 

Common 

Common 

Uncommon 

Uncommon 


■ ft. 

Suq'Ala Lancer R 

Tibuan Champion R 

Tabuunftpar R 

Tremor R 

Vwshno Sandstakar R 
Archangel W 

DarajaGnffin W 

Equipoise W 

Eye ot Singularity W 


Summon Gobbn 
Summon Djinn 
Enchantment 
Enchant Creature 
Summon Ogre 
Summon Goode 
Sorcery 
Instant 
Instant 
Sorcery 


Freewmd Falcon 
Gossamer Chums 
Honorable Passage 
Hope Charm 
Infantry Veteran 
Jwnuraan Lion 


Summon Drake 
Summon Knight 
Summon Minotaur 
Summon Minotaur 
Sorcery 

Summon Vrishino 
Summon Angel 
Summon Griffin 
Lnchartment 
Enchant World 
Summon Falcon 
Enchantment 


Scott Hampton 
Scott Hampton 
John Matson 
Douglas Shuler 
Pete Venters 
Tom Kyffin 

a Darrow & 1. Rabarot 

Mike Kerr 
Omaha Pfrez 
Enc Peterson 
G, Darrow & I Rabarot 
•Jeff MbacoM 
Pete Venters 
Pete Venters 
Michael Dsnza 
Andrew Robinson 
Christopher Rush 
Stuart Griffin 
Adam Rex 
Eric Peterson^ 

Una Fncker 
Sieve Luke 


Common 

Rare 

Rare 

Uncommon 

Rare 

Common 

Rare 

Common 

Common 

Common 

Uncommon 

Common 

Common 

Uncommon 

Common 


Rare 

Unoommon 


Common 

Common 


instant 

Summon Sokfier 
Summon Lion 


GreqSpfen ka 
Christopher Rush 
Stuart Gntftn 


Common 


27 Breezefceeper 

U 

Summon Dynn 

Adam Rex 

Common 

! □ 111 

Kreght of Valor 

W 

Summon Knight 

Jeff Mbacoia 

Common 

28 Drcnatog 

U 

Summon Atog 

Christopher Rush 

Rare 

j □ 112 

Longbow Archer 

W 

Summon Archer 

Enc Peterson 

Uncommon 

29 Qoud Elemental 

u 

Summon Elemental 

Adam Rex 

Common 

| □ 113 

Mvaculous Recovery 

W 

Instant 

Brian Horton 

Uncommon 

30 Oaearbon 

u 

Interrupt 

Richard Kane Ferguaon 

Rare 

; □ 114 

Parapet 

W 

Enchantment 

Mark Poole 

Common 

3i Dream Tries 

u 

Enchantment 

Jerry Trrbfli 

Uncommon 

• • C 115 

Peace Talks 

W 

Sorcery 

Roger Raupp 

Uncommon 

32 Hooded Shoreline 

u 

Enchantment 

Romas Kukafas 

Rare 

i C 116 

RebcWard 

W 

Enchant Artifact 

John Coutthart 

Uncommon 

33 Foreshadow 

u 

instant 

George Pratt 

Uncommon 

i D 117 

Remedy 

W 

Instant 

Zina Saunders 

Common 

34 bnpitee 

u 

instant 

Bryan Talbot 

Common 

: □ 118 

Resistance Fighter 

W 

Summon Sokfier 

Cecil Fernando 

Common 

35 hspeehon 

u 

Instant 

Zina Saunders 

Common 

; □ ii9 

Retnhutwn of the Meek 

W 

Sorcery 

Nathalie Hertz 

R*e 

36 KrightoftheMsts 

u 

Summon Knight 

Harold McNeill 

Common 

: □ 120 

Righteous Aura 

W 

Enchantment 

JefTMracota 

Common 

37 Man-o -War 

u 

Summon Jellyfish 

Jen J Moth 

Common 

1 □ 121 

Sun Clasp 

W 

Enchant Creature 

John Couhhart 

Common 

38 Mystic Veil 

u 

Enchant Creature 

D Alexander Gregory 

Common 

j □ 122 

Teten s Honor Guard 

w 

Summon Knight 

Cecal Fernando 

Uncommon 

39 Owomancer 

u 

Summon Sorcerer 

Kevin Walker 

Uncommon 

j □ 123 

Tithe 

w 

Instant 

Jon JMuti 

Rare 

40 Prosperity 

u 

Sorcery 

Dan Frazier 

Uncommon 

1 : C 124 

Warrior s Honor 

w 

Instant 

D Alexander Gregory 

Common I 

41 Ranbow Efreet 

u 

Summon Efreet 

Nathalie Hertz 

Rare 

: C 125 

Zheihrln Crusader 

w 

Summon Kreght 

Alan Rabinowitz 

Rare 

42 Stowing Efreef 

u 

Summon Efreet 

Thomas Gianni 

Uncommon 

j P 126 

S 

I 

M 

Summon Insects 

6. Darrow&l. Rabarot 

Unoommon 

43 Sklteong Drake 

u 

Summon Drake 

lan Miller 

Common 

: □ 127 

Breathstealer's Crypt 

M 

Enchantment 

Bfeckie del fto 

Rare 

44 Tefan Realm 

0 

Enchant World 

Alan Rabinowitz 

Rare 

! D 128 

Corrosion 

M 

Enchantment 

Michael Danza 

Rare 

45 Three Wishes 

u 

Instant 

George Pratt 

Rare 

i n 129 

Femeref Enchantress 

M 

Summon Enchantress 

D. Alexander Gregory 

Rare 

46 TftreariTrie 

u 

Instant 

George Pratt 

Uncommon 

: g 130 

Firestorm Heilkite 

M 

Summon Dragon 

Pele Venters 

Rare 

47 Undo 

u 

Sorcery 

Terese Nieteen 

Common 

: □ 131 

Guiding Spirit 

M 

Summon Angel 

Terese Netean 

Rare 

48 Mg 

u 

Enchant Creature 

Gary Gtanni 

Common 

I p 132 

Mundungu 

M 

Summon Wizard 

Terese Nieteen 

UncteNnon 

49 VtaonOterm 

u 

Instant 

Greg Spaienka 

Common 

IIBJ3S 

Pygmy Hippo M 

Summon Hippopotamus 

Steve White 

Rare 

50 Waterspout Denn 

M 

Summon Djtrm 

Thomas Gianni 

Uncommon 

: VO 134 

Righteous Vfer 

M 

Enchantment 

lan Milter 

Rare 

' Bui Elephant 

G 

Summon Elephant 

Steven White 

Common 

: \0 135 

Scaiebane's Elite 

M 

Summon Soldi ere 

Steve Luka 

Uncommon 

52 OyWSottude 

G 

Enchantment 

Romas Kukalrs 

Rare 

j Hi 136 

Smxxr 

M 

Instant 

Randy Gallegos 

Uncteamon 

S3 CreeptegMoid 

G 

Sorcery 

Dave Seeley 

Uncommon 

- : O 137 

Squandered Resources 

M 

Enchantment 

Romas Kukafcs 

Rare 

S4 Etephantfews 

G 

Enchantment 

Tony Roberts 

Uncommon 

D 138 

Suleiman s Legacy 

M 

Enchantment 

KajaFogbo 

Rare 

S5 Efrew Cache 

G 

Sorcery 

John Matson 

Common 

$ | C 139 

Tempest Drake 

M 

Summon Drake 

Gory Grace 

Uncommon 

56 Enerakf Charm 

6 

instant 

Greg Spaienka 

Common 

□ 140 Waahivan Dragon 

M 

Summon Dragon 

lanMiler 

fterc 

57 Ferellnstnct 

8 

tnteanl 

UnaFnckar 

Common 

: □ 141 

Anvfl of Bogardan 

A 

Artifact 

Roger Raupp 

Rare 

a Gore Caterpillar 

G 

Summon Caterpillar 

Zina Saunders 

Common 

1 j □ 142 

Brass-Talon Chimera 

A 

Artifact Creature 

Mike Dmgertoerg 

Unoommon 

9 Mabfec Winds 

. G 

Enchantment 

Joha Matson 

Rare 

\ : n 143 

Diamond Kaleidoscope 

A 

Artifact 

Ron Spencer 


80 Kn^ Cheetah 

G 

Summon Cheetah 

ToreeNretean 

Common 

t : □ 144 

Dragon Mask 

A 

Artifact 

Craig Hooper_ 

UnoOTnor 

61 Kysai brake 

G 

Summon Drake 

G.Darrow & i. Rabarot 

Uncommon 

LI: Q 145 

Hdbn of Awakenmg 

A 

Artifact 

Adam Rex 

Uncommon 


bow-Heait Chimera 
Juju Bubble 
Lead*Be% Chimera 
Magma Mine 
Matopf Golem 
Phyrextan Marauder 
PhytexanWafcer 
Sands of Time 
SfctefoRtofl 


Artilact 

Artifact Creatore 
Artifact 

Artifact Creature 
Artifact Creature 
Artifact Creature 
Artifact 
Artrfact 


Teten s Puzzle Box A 

TxvWIng Ctemera A 

Triangle of War A 

Wandof Denial A 

Corel AW i 

Dormant Vbicano L 


: D 165 Kwo 


Griffm Canyon L 

JuxAeBfen L 


Artifact 

Artifact Creatore 

Artifact 

Artifact 

Land 

Und 

Land 

land 

Land_' 


UrtdUcovured ParadteO L 


Land 

Land 

Land 


Donato Ganaote 
Mtre DriDgefearQ 
Ron Spencer 
Tom Kyffin 
David Seatey 
Bryan TaJbof 
Paul Lee 

Donato Ganc^te 1 

’ Roger Raupp ^ 

Ka^aFogbo 
Mike Dmgenberg 
tan MAm 
S teve Luke 
JPhnA»on 
John A«on 
BUbEggfeon 
Skian Grtfhn 

JBiUt A/on 
Zina Saunders 
Roger Raupp 
David 0 Conoor 


Uncommon 

tar. 

Uncommon 

fere 

Qpremon 

_-Rw. 

Fftre 

UOTran 

iL, 




— 
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BY MICHAEL LtJnJG 






A Necrodeck 
to Beat 

(prior to recent DO Standard 
deck-construction changes) 


he Necrodeck has exhibited a truly stunning domi¬ 
nance since it debuted at the professional tournament 
in New York, where Leon Lindback used it to reach 
semifinals. Since then, player after player has used 
tions of the Necrodeck to win countless matches. 
Not since the reign of the four Balance-Rack decks 
(before the restriction of Balance and the advent of 
Standard tournament play) has a deck controlled the 
field so universally. No doubt if you’ve played in a 
tournament within the past year, you’ve encountered 
the dreaded Necrodeck. 

While a truly dominating deck can cause a great 
deal of frustration, it can also offer opportunity. If the 
majority of the good players are playing a deck that 
has been proven time and time again 
to win, it creates a skewed play envi¬ 
ronment. It is no longer necessary, nor 
even advisable, to play a deck that is 
well balanced. The fun comes with 
creating something new, just to beat 
the dominant deck. 

When a dominant deck exists, you 
want to walk into a tournament with a 
deck that can foil it, one that can con¬ 
sistently beat it two out of three 
games. If it is adequate against the rest 
of the field, a foil deck can often carry 
you to a tournament victory. When 
Derek Rank, Matt Place, Mike Dove, 
and I played Turbo-Stasis at the U.S. 

Nationals, it was not because we 
thought it would be good against any¬ 
thing but Nccrodecks. On the con¬ 
trary, we were afraid of Disenchants, 
direct damage, and land destruction. 

But we chose to play Turbo-Stasis because wc knew 
that Necro would beat most every other deck right 
out of the field. 

Know Your Enemy 

Every deck has a weakness that can be exploited. That 
is why the first step to countering a dominating deck 
is to understand why that deck is winning. The best 
way to start is to find a good standard version of the 
nating deck and match it against several other 


2 

4 

1 

4 

4 

4 

2 

2 

3 

3 

1 

3 
2 
1 

4 
4 
18 


Contagion 
Dark Ritual 

Demonic Consultation 
Drain Life 
Hymn to Tourach 
Hypnotic Specter 
leequake 
Ihsan's Shade 
Knight of Stromgald 
Necropotence 
Ivory Tower 
Nevinyrral's Disk 
Serrated Arrows 
Zuran Orb 
Mishra's Factory 
Strip Mine 


stock deck styles. Practice playing with and against 
the dominant deck repeatedly. This will help you 
uncover the underlying reasons for the deck’s success, 
its strengths, and maybe even a couple of weaknesses. 

Once you have a basic understanding of why a par¬ 
ticular deck is winning, break the deck down. Like 
looking at the blueprints of the Death Star to find its 
weaknesses, breaking the deck down is important: 
first, because it removes the mysteries behind the 
deck’s success, and second, because it exposes weak 
nesses that are not obvious to the casual observer. In 
order for a deck to clearly overrun the tournament 
scene for such a long period of time, it must com¬ 
pletely dominate most aspects of game mechanics 
through a consistent series of interre¬ 
lated card combinations. These combi¬ 
nations will inevitably rely too heavily 
upon one or two parts of the combo, and 
that’s the trick to exploiting the deck’s 
weakness: if you attack those weaknesses 
effectively, you can cause the whole deck 
to unravel. 


Swamp 



Examine the 
Blueprints 

The blueprint of a dominant deck is 
written in the language of game 
mechanics. Below is a description of the 
simple mechanics of the game and of the 
way the Necropotence deck uses those 
mechanics to create a seemingly unbeat¬ 
able game advantage. Remember, though, 
that the deck is only seemingly unbeat¬ 
able, for once you’ve broken down the 
mechanics of the deck, you’ll be able to 
identify its weaknesses and build a foil deck to beat it. 

Cards in Hand: Your hand is the most important 
aspect of game mechanics because it fuels every other 
aspect of the game. If you draw more cards than your 
opponent, you will probably win more than you lose. 

The Necropotence deck’s largest advantage is in 
cards-in-hand. By using Stupor and Hymn to Tourach, 
the Necrodeck player trades a single card for two of her 
opponent’s cards. The opponent will never be in con¬ 
trol of his own offense because the Necrodeck will 
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on't think you'll be able to build the ultimate 
foil deck after just one try. Deck building 
involves a lot of trial and error. 


make him discard those offensive cards at random. After this, the 
Necrodeck player can assault her opponent with a scries of quick 
creatures, most notably Hypnotic Specter. If the opponent has no 
ready counter for the Specter (perhaps because of being forced to 
discard), Specter can strip his hand while quickly reducing his 
life. The Necrodeck player can then instantly refill her hand 
(usually drawing more Stupors and Hippies) with Necropotencc, 
creating a usually insurmountable advantage. 

Ready Mana: Having the right amount of mana is one of the 
most obviously necessary components of game mechanics. If 
you do not have enough mana, you cannot cast your spells and 
you will lose. On the other hand, if you draw too much land, 
you will not have enough spells to fend off your opponent. 

Most Necro players find a nice balance for mana control by 
loading their decks with lands and super-speedy Dark Rituals; 
such cards often comprise one half of the decks total cards. This 
is made possible by the use of Strip Mines and Mishra’s Facto 
rics, which can assist in the casting of many of the Necrodecks 
spells while providing valuable services in their own right. 
Before its restriction, Strip Mine was especially important to the 
decks success, as it allowed the Necrodeck to erase a gtx>d por¬ 
tion of its opponents mana supply without breaking stride from 
casting its spells. Despite the fact that the Necrodeck usually 
uses several low-casting-cost spells, many of its spells, such as 
pump knights and Drain Life, could be made much more uscfiil 
with a plentiful supply of mana; thus, the deck relics heavily on 
its mana supply. 

Board Control: This is where most Magic games are won 
and lost and mostly consists of the creature war. If you have 
more and better permanents in play than your opponent does, 
then you have board control. Large and small creatures, Disen¬ 
chant, Dark Banishing, and Icy Manipulator are some of the 
spells used to vie for control of the board. 

Before the release of Dystopia, board control was considered 
to be the Necrodecks glaring weakness because most of its crea¬ 
tures, though speedy and powerful, are also small and easily over¬ 
powered. Once the threats are out of the way, an opponent 
can tie up or eliminate the Necrodecks mana supply 
with Winter Orb or Armageddon. This is all because 
black had little or no way of dealing with enchant¬ 
ments and artifacts outside of Ncvinyrrals Disk; 

\ therefore, too much reliance is placed upon the 
Disk, which can easily be removed by Disenchant 
or Divine Offering before it untaps. Dystopia, 
however, takes a great deal of the pressure off of 
the Disk. This cheap enchantment, which can 
only be removed by Disenchant (not Divine Offering or 
Crumble) creates an abyss for green and white perma¬ 
nents. It rapidly removes threats to the Necrodeck like 
Erhnam Djinn and Serra Angel, as well as 
such traditional anti-black cards as Whirling 
Dervish and Stormbind. 



Life: This is the least important element of mechanics dur¬ 
ing the actual play of the game, as it often has no bearing on 
how the game is technically played (at least until one player 
dies). Life, however, can be used as a resource, such as with City 
of Brass (trading life for the ability to cast spells of three or four 
different colors). 

The Necrodeck efficiently uses this aspect of game mechan¬ 
ics by trading excess life for cards with Necropotence, refueling its 
life total with Ivory Tower and Zuran Orb, and, most impor¬ 
tantly, siphoning its opponents life away with Drain Life. 
These cards help to overcome most of the spells available in 
direct-damage decks. 

Speed and Efficiency: Speed allows a player to establish 
quick board control as well as a life advantage. Efficiency 
means that you are able to use one card to destroy many.Thi> 
adds to hand advantage and often erases board disadvantage. 
Unfortunately, adding speed to your deck usually means that 
you must sacrifice efficiency since such spells as Wrath of God 
often have high casting costs. Most fast cards, such as Hypnotic 
Specter and Dark Ritual, allow you to establish rapid board 
control but arc risky because they lack resilience and can often 
be removed without expending even a whole card. (Wrath of 
CkhI and Serrated Arrows, for example, can each destroy sev¬ 
eral creatures before going to the graveyard.) At the same time, 
efficient cards arc usually slow and often cannot be cast until 
vou have lost a great deal of life or several cards, sometimes pre¬ 
senting an overwhelming obstacle. Exceptions to these rules 
include Erhnam Djinn—a swift, powerful creature with a great 
amount of staying power—and the aforementioned Hymn to 
Tourach and Nccropotcnce. 

The Necrodeck has a great balance of speed and efficiency, 
rching on Dark Rituals and speedy creatures to gain rapid 
board control, then refilling its hand with the ultra-effident 
Necropotence, while maintaining control of the board with 
Dystopia and Ncvinyrral’s Disk. 

Find What Works 

11 is not necessary to outdo the dominant deck in every realm of 
game mechanics in order to defeat it; in fact, that's probably 
impossi e. It is important, however, to limit the disparity of 
,. T t 1 i ^ amC mechanics by disrupting the inner flow of the 
<» o this you must find the weakest part of that deck s 
l \ C . rncc |' an * c - After you ve analyzed those weaknesses bv 
breaking the deck down (as I did with Necropotence above), 
y tu can uild an effective foil deck by using cards that specifi- 
| a y target aspects of a deck’s mechanical balance. Don't think, 

e\ cr, t at you II be able to build the ultimate foil deck after 

' 1C tr y> most deck building involves a lot of trial and error. 

me of my efforts to build a foil deck for Necro included 
gomg after ,ts life mechanic (as well as its reliance upon a great 
* . ° ma na) with Ankh of Mishra and direct damage. I 

SCVera variants on a red/white Winter Orb-Blinking 
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Spirit deck, attempting to use a balance of board control and 
dinct damage to attack the Necrodccks board control and life 
t mIv It is important to note that both of these decks failed mis 
craMy, the Ankh deck did win against Nccro about fifty-five to 
sixty percent of the time, hut it could hardly beat anything else, 
an j the red/white deck simply never heat Nccro more than half 
of the time. Still, each attempt taught me something new. The 
Ankh deck showed me that the Necrodeck was not unstoppable, 
and the red/white deck showed me the value of Winter Orbs and 
Icy Manipulators against Necro, as well as the necessity of having 
a Disenchant or Divine Offering handy for the Disk. 

Buildingf Your Foil 

My first very successful anti-Necrodeck, with which I won two 
Vcro-filled professional tournament qualifiers, was a mono- 
green deck that I called the “Primal Order.” That deck was an 
vmpt to completely dominate a single aspect of play, hoard 
, >ntrol, in order to beat Nccro. It used eight Elves to gain a rapid 
ina advantage over an opponent, Erhnam Djinn and Ehurgovf 
• i press that advantage. Strip Mine 
and Winter Orb to limit the oppo- 
: :nts mana supply, Icy Manipulator 
and Serrated Arrows to suppress the 
opponents creatures and other per¬ 
manents, and Crumble and Scavenger 
Folk to deny the opponent Serrated 
Arrows or Ncvinyrrals Disk. 

Many players find that one of the 
nv*t effective wavs to cripple the 
Necrodeck is to focus on removing 
whatever initial threats the deck 
p vs (pump knights, Hippies, Disks) 
with Serrated Arrows, Swords to 
' wsharcs, and Disenchants. Its 
critical to then slow the Necrodccks 
lit>' to replace those threats by cut¬ 
-off the Necrodecks mana supply with Armagcddons or 
^ ntcr Orbs, because the Necro player probably either has 
cements for those threats saved up in her hand or would 
w another threat before the opposing deck could deal with 
-■ c first threat. This helps to negate some of the Necrodccks 
card and speed advantage. 

The kev to my building an anti-Necrodeck, however, was the 
»ffour Lifeforccs (brought in from the sideboard of “Primal 
Order" after the first game, replacing four Disrupting 
s : tcrs). They solidified hoard control for the deck by not 
"ring the Necrodeck to bring any new threats into play once 
ones had been removed. This effectively eliminated the 
Necrodccks greatest strength, hand control, as it did not matter 
h°w many cards my opponent had in her hand as long as I had 
enough mana untapped and a Crumble handy. 

This was all well and good until the creation of Dystopia. 
Primal Order” simply had no answer for this card, as it was an 
enchantment, immune to my Crumbles and Scavengers, too 
;x*edy to counter with Lifcforce, and much too deadly to my 
d( *k once it hit play. So for the U.S. Nationals, the first large 
f 'urnament that would allow Alliances, I needed a new deck. 

In the refining of the Turbo-Stasis deck (a concept created in 


Europe), Derek Rank and Matthew Place applied many of the 
lessons we had learned in our previous attempts to battle the 
Necrodeck. I- irst of all, it was clear that the very’ best way to heat 
a Necrodeck was to control its mana supply. Much like a super- 
powered W inter Orb, Stasis locks down each decks mana, only 
allowing a player to untap it the Turbo-Stasis player removes it 
from play at the end of the opponents turn (with a Boomerang 
or a Despotic Scepter) and then recasts it at the beginning of his 
turn or if he fails to pay its upkeep. Stasis provided a few other 
important purposes against a Necrodeck, as it also locked down 
the opponent s creatures and, very importantly, kept the 
Ncvinyrrals Disk from ever untapping. 

None of this would make any difference if the Necrodeck 
were allowed to create its overwhelming hand advantage, but 
here again we saw that we could negate that advantage. This 
time we used I lowling Mine. Howling Mine served the dual 
purpose of fueling our Stasis decks with lands while frustrating the 
Nccro player s attempts to use Hymn and Necropotencc to gain 
hand advantage. We used Lim-Duls Vault to gel our rather 
precarious set-up and Kismet to lock 
our opponent down. Kismet was 
especially important against creature 
decks to prevent the opponent from 
continually sending creatures, one 
after another, on one-time attack 
runs against us. 

It is important to note that Turbo- 
Stasis was only a deck that domi¬ 
nated Necropotencc decks and not a 
dominant deck in and of itself. As far 
as facing non-Necrodecks (which 
constituted over half of the field), we 
mostly relied on the elements of sur¬ 
prise and confusion. Most players 
w r ith reasonably balanced decks 
could disrupt the precarious balance 
of the Turbo-Stasis deck if they knew to attack its Howling 
Mines (the deck had only eight spell counters to protect the 
Mines) that fuel every aspect of this deck. Of course, as our 
opponents had little time to prepare to face us, most of them did 
not realize that the Mines were so important, and so they left 
them alone. Significantly, Necrodccks simply could not directly 
attack the Mines, nor could they effectively use their most 
important board control cards, the Disk and Dystopia, to get 
out from beneath a Stasis lock. 

Fun-Damentals 

No doubt another deck will one day knock the Necrodeck out 
of its reigning position in Standard (Type II) play. But that 
shouldn’t mean that players have to build a duplicate deck to do 
well in tournaments. On the contrary, a dominant deck presents a 
new opportunity for eager deck builders. Just remember that in 
order to successfully foil any deck, especially a dominant one, 
you have to first understand how the deck works, then prey on 
its weaknesses, and finally, experiment until you find success. T 

Michael Long is a history student at James Madison University in 
Harrisburg , VA. and a two-time member ofthe U.S. National team 


Primal Order 

4 Crumble 
4 Erhnam Djinn 
4 Fyndhorn Elves 
2 Hurricane 
4 Lifeforce 
2 Lhurgoyf 
4 Llanowar Elves 

2 Scavenger Folk 
1 Titania's Song 

4 Icy Manipulator 
4 Serrated Arrows 

3 Winter Orb 
14 Forest 

4 Havenwood 
Battleground 

4 Strip Mine 


Turbo-Stasis 

4 Arcane Denial 
4 Boomerang 
4 Force of Will 
2 Kismet 
4 Lim-Dul's Vault 

2 Recall 
4 Stasis 

3 Despotic Scepter 
1 Feldon's Cane 

4 Howling Mine 
1 Ivory Tower 

1 ZuranOrb 

4 Adarkar Wastes 

3 City of Brass 
13 Island 

2 RiverDelta 

4 Underground River 
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. neoafncring joins 

The first annual Duelist Invitational, t | le 
for sixteen of Magics best players, kicks of 
through 16, in 1 long Kong! This is the tourn 
the best of the best will be gathered fo r thr¬ 
ill various play formats, putting contestants t () 
test of strategy and endurance. In fifteen 
er will have the opportunity to be matched i 
other invitee. The two players with the best 
a final round to see who will walk away the chai 
The grand prize for the victor is a very r~ 
will be able to work with members of \\ 
Coast s Magic Research Sc Development team 
his very own Magic card. This will include 
ing the casting cost and abilities of the card, but 
ing with the name, flavor text, and art description 


.lidback 


I he sixteen participants in this first annual event wen: 
selected by their peers at the 1996 Magic World Champi¬ 
onships, and by a panel of judges. Each player had to l^* lcL 
at least one of these three categories: 

1) Finished in the Top 64 at any Pro Tour event; 

2) Be a member of one of the national teams tU,n l 

ing at the 1996 World Championships; or , i 

3) Rank in the Top 25 of the Classic (Type D> S “ n . 

(Type II), or Limited (Sealed Deck) DCI at . f ‘ >vCfC 
the results from the 96 World Champi° n * hlps 
announced. » c 

- ri t , f rach one» 

I he players names and description ! . ollf to 

accomplishments were put on ballots and 1,a,u ^ Ea ch 
every competitor at the World ChsU»P ionS wef« 
voter was asked to pick sixteen names- The rt * t o« 
tabulated and the top thirty-two names ' vtrC [L putW- 
special panel, hand-picked by the editor ot 
who then selected the final sixteen invit**- ^ ofd<* 

I he following sixteen players, in * X V„j; s t 
represent the invitees to the first annual D* 
tionaL Good luck to all. 


'eldnai, 
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Thomas Axidersson (Sweden) 

• Age: 26 • I Iometown: Tabv, Sweden 

• lop Place-Finishes:lop 16, Pro Four-New York; 
lop .12 (25th overall), 1996 World Championships 

George Laxter (U.3.A.) 

• \gc:24 •Hometown: Dallas,Texas 

• Occupation: Marketing Director, Publislied Magic author 

• |kgan Playing Magic: November ’93 

• lop Place-Finishes: Finalist, 1996 U.S. Nationals; Top 8, 
IV*Tour-Ncw York;'lop 16, Pro lour-Long Beach; Top 64 
(56th overall) 1996 World Championships; Top 64 (49th overall), 
hro Tour-Atlanta 

Alexander Blumke (Switzerland) 

• \gc: 27 • I Iometown: Thonex, Swir/crland 
•Occupation: Student of English Literature, University of 

(Srneva; Published Magic journalist 

• Began Playing Magic: June ’94 

•lip Place-Finishes: 1995 World Champion; Semi finalist, 

19% Swiss Nationals; Semilinalist, 1995 Swiss Nationals; 

Top 16,1996 World Championships;Top 32 (29th overall), 
fto Tour-New York 

Kark Chalice (U.S.A.) 

• Age: 24 • I Iometown: Claremont, California 

• Occupation: Computer Network Specialist; 

Published Magic journalist 

• lkgan Playing Magic: December ’93 

• Lop Place-Finishes: Top 16 (11th overall), 1996 World 
Championships; Top 16, 1995 U.S. Nationals;Top32 

• 18th overall), 1996 U.S. 

Nationals;Top 64 (56th overall) Pro Tour-New York; Top 64 
41st overall), Pro Tour-Long Beach; Top 64 (51st overall), 
ftn Tour-Atlanta 


Tom Chanpheng (Australia) 

Ip- I 9 • Hometown: Brisbane, Australia 
'pupation: Student, Queensland University'of Technology 
4 in Playing Magic: April '95 
' Place Finishes: 1996 World Champion; Finalist, 

• Australian Nationals 

Amiel 1’elaman (Switzerland) 

c. 17 • Hometown: Geneva, Switzerland 
* Occupation: Student 

' lop Place-Finishes: 1996 Swiss National Champion; 

1995 Swiss National Champion;lop 32 (23rd overall), 

1996 World Championships 


Scott Johns (U.S.A.) 

’ Age: 23 • I Iometown: Northridge, California 
* upation: Student, Cal State-North ridge 
(Classical Trombone, Conducting) 

•Top Place-Finishes: Top 8, 1996 World Championships; 
°p8. Pro Tour-Long Beach; Top 8, ProTour-Columbus; 
Top 64 (33rd overall). Pro Tour-Atlanta 


Kark Justice (U.S.A.) 

vge: 26 • I Iometown: West Valley City; Utah 
P upation: Card Shop Owner—“Baseball Cards America ; 
Published Magic journalist 
I'tgan Plating Magic:June '94 

* lop Place-Finishes: Finalist, 1996 World Championships; 
(•finalist, 1995 World Championships; 1995 U.S. National 
tampion;Top 8, Pro "Four-New York;Top 16 (10th overall), 
,>r oTour-Atlanta;Top 32 (24th overall), Pro Tour-Long Beach; 
l°P 16, U.S. Nationals 


Bertrand Lestree (ITance) 

• Age: 26 • Hometown: Pantin, France 

• Occupation: Business Development Strategist 

• Began Playing Magic: November 93 

• Fop Place-Finishes: Finalist, 1994 World 
Championships; 1994 French National Champion; 
Finalist, Pro Tour-New York;Top 64 (53rd overall), 
1996 World Championships 

Leon Lindback (Sweden) 

• Age: 21 • I Iometown: Stockholm, Sweden 

• Occupation: Student, Electrical Engineering, 

University of Stockholm 

• Began Play ing Magic: October’94 

• lop Place-Finishes: 1996 Swedish National 
Champion; Semifinalist, Pro Tour-New York; 
lop 16 (10th overall), 1996 World Championships; 
Member, 1995 Swedish National Team 

Katt Place (U.S.A.) 

• Age: 21 • 1 Iometown: Kansas City, Missouri 

• Occupation: Professional Magic Player 

• Top Place-Finishes: Semilinalist, 1996 U.S. Nationals; 
Top 8,1996 World Championships; ! bp 16 

(10th overall), lYo Four-Long Beach; I op 64, 

Pro Tour-Atlanta 

Olle Hade (Sweden) 

•Age: 17 • Hometown: Gotehorg, Sweden 

• Occupation: Student 

• Began Playing Magic: August ’94 

•Top Place-Finishes: Champion, ProTour-Columbus; 
Semilinalist, 1996 World Championships;Top 32, 

Pro Tour-Atlanta; 1996“ProTour Player of the Year” 

Andrea Reai (Italy) 

• Age: 27 • 1 Iometown: Ci la vena, Italy 

•"Fop Place-Finishes: Semifinalist, 1996 Italian 
Nationals; Quarterfmaiist, 1995 World Championships; 
Top 16, Pro Tour- New York; Top 32 (25th overall). 

Pro'l our-1 vong Beach; Top 64 (50th overall), 
ProTour-Columbus; Member, 1995 Italian National 
Team 

Shawn "Hammer" Regnier (U03.A.) 

• Age: 28 • I Iometown: Manchester, New I lampshirc 

• Occupation: Card Shop Owner—“1 famtner’s Comics" 

• Began Playing Magic: August ’94 

•Top Place-Finishes: Champion, Pro Tour-Long Beach; 
Top 8, Pro Tour-New York; Top 64 (33rd overall), 

Pro Tour-Columbus 

Eric Tam (Canada) 

•Age: 19 • Hometown: Toronto, Canada 

• Occupation: Student 

•Top Place-Finishes: 1995 Canadian National 
Champion; Semifinalist, 1996 Canadian Nationals; 

Fop 8, Pro Tour-New York; Top 8,19% Work! 
Championships;Top 64 (38th overall). Pro 'Four-Long 
Bead); T op 16, IVo Tour-Columbus 

Lrian Veissman (UJs.A.) 

• Age: 21 • 1 Iometown: Campbell, California 

• Occupation: Student, UC Santa Barbara; 

Published Magic journalist 

•Top Place-Finishes: Top 64 (53rd overall). 

Pro Four-Long Beach;Top 8, Pro Tour-Columbus 
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The Duelist wants to take you and a friend 
to Hong Kong to watch the first-ever stag¬ 
ing of the Duelist Invitational! The actual 
event will take place from February 14 through 16, 1997. To 
have a chance at winning this outstanding, once-in-a-life- 
time trip-which includes round-trip airfare and hotel 
accommodations—just correctly answer the following ten 
questions. The winner will be selected in a random draw 
ing from all eligible entries by Wizards of the Coast, Inc. 

1. Which invitee has not finished in the Top 8 in at least 
two Pro Tour events? 

a) George Baxter 

b) Scott Johns 

c) Olle R5de 

2. Which invitee has never won a national title? 

a) Amiel Feldman 

b) Leon Lindback 

c) Andrea Redi 

3. Which invitee has never been a member of a national 
team at the World Championships? 

a) Mark Justice 

b) Mark Chalice 

c) Eric Tam 

4. Which invitee has never written an article for The Duelist ? 

a) Alexander Blumke 

b) Mark Chalice 

c) Shawn "Hammer" Regnier 

5. Which invitee has not been profiled in The Duelist ? 

a) Mark Chalice 

b) Amiel Feldman 

c) Brian Weissman 

6 Kit Jfifjs? 1 comp " ing “ p, ° 

a) Thomas Andersson 

b) George Baxter 

c) Tom Chanpheng 


pUEUST 

19 9 7 

invitational 


("Wizards'*), at the offices in Renton, Wash¬ 
ington, on or before January 15, 1997, and 
notified by phone shortly thereafter. Please 
photocopy the page, circle your selections, then mail your 
answers to: Hong Kong Contest, c/o The Duelist Sideboard, 
P.O. Box 707, Renton, WA 98057-0707. All entries must be 
received no later than January 10, 1997. WotC personnel 
and their relatives are ineligible. Good luck! The lucky win¬ 
ner will be notified during the week of January 13 ,1997 

7. Which invitee has participated in every Pro Tour event 1 > 

a) Scott Johns 

b) Leon Lindback 

c) Eric Tam 

8. Which invitee finished second (in overall points tallied) 
for the 1995-96 Pro Tour Player of the Year? 

a) Tom Chanpheng 

b) Mark Justice 

c) Shawn "Hammer" Regnier 

9. Which invitee did not compete in the 1996 World Championships? 

a) Bertrand Lestr6e 

b) Andrea Redi 

c) Brian Weissman 

10. Which invitee did not reach the Top 8 at the 1996 
World Championships? 

a) Alexander Blumke 

b) Matthew Place 

c) Eric Tam 
























* lost* Bonanza' 2 Alliances , 2 Mirage'^Z Ice Age 
jcrwnides . 2 4th Edition . 3 Hwnelands", 3 Fallen Empires ”, 

PUS .1 package ot Life Counters, 1 Alliances Boster, 
e Age Poster, and a FREE T-shirt by a Magic r card artist.*"**^*^^. 

1 M package is valued at over $55 USI-Vou can have it all 
lx only $35 US until January 15th, 1997 or while supplies last. 

"/J.uJ.Ei 

Mach T-Shirt purchased, receive 1 free booster of Alliances and an 
Mtance Poster. With the purchase of any box of Magic boosters or starters, 
bjcerte the 2nd box at 25% off. Offer valid until January 30th, 1997. 


7474 Edmonds/ 
Burnaby, B.C. Canada 
Website: http://wwv/r 
Email: mishra@interi 


AIL ORDERS AVAILABLE 

MAGIC 


The Gathering 


i«IV“ v Pre-Release Tournament 

Saturday, January 11, 1997 
Queenborough Community Center 
Guest artist signing: Duelist Cover Artist Pete Venters, and 
Mike Raabe and Diana Vick. Limited to 300 seats. 


FAX 604-521-4476 


PRO-TOUR QUALIFIER 

Saturday, January 25, 1997 
Queens Park Lodge — Guest artists: Chris Rush & 
Randy Gallegos. Contact us for directions and more info, 


Signature Series T-shirts 


fSEte 


T-shirts available in asb grey or white. Add $3.50 US to each order 
Fw for shipping and handling. Allow 3-6 weeks for delivery. 

See page 35 of The Duelist #10 for more shirt designs. 


Edge of Time 

Amy Web* 


Efven Lieutenant 

by Doug $ht*er 


Ancient Emerald Dragon 

by Pete Veriers ■ 













Preorder your copy today at the 4CD* interactive catalog and receive a 
complimentary booster pack. Browse our online catalog at http://www.4cds.com. 
e-mail inail&4cds com. or call 1/800-322-8866. 

Magic Th« Gathering is a registered trademark et Wi/ardt el the Cent In 


[INTER ACTIVEC AT A L O G 


magic mail order ai the card emporium 


mirage* 

Celestial Dawn.$15 

Lions Eye Diamond. $12 

Gnnmng Totem.$19 

Ptiyrexian Dreadnought ..$12 

all Dragons.$10 

Final Fortune.$15 

ki 01*0 Aumczs Swan mmu-ciu 

ALLIANCES* 

Balduvian Horde. $22 

Helm of Obedience. $15 

Lake of the Dead. $10 

Lord of Tresserhom.$9 

Storm Cauldron.$8 

Complete Set. $199 

Au 0*0 Aummces S maua c*i 

Third Edition ( rrmtf ) 

Clone.$6 

Demonic Hordes.$10 

ft**. $19 

Serendib Efreet.$6 

V. Doppelganger. $18 

Dual Lands.$12 

Complete Set. $295 

4 . 3 ao Eor«^t Smbles %*utaf—cia 


fourth edition* 

Armegeddon.$5 

Wrath of God.$6 

Sink Hole.$6 

Leviathon. $7 

Royal Assasin.$14 

Shivan. $14 

Complete Set. $295 

Au ono 4 bd Eeros Smgu s t 


ICE AGE' 

Crown of the Ages.$7 

Deflection.$12 

Enduring Renewal.$9 

Jesters Cap.$20 

Jester’s Mask.$15 

L^jrgoyf.$8.50 

Seraph.$10 

Complete set . $295 

Ai one* la Age Smgus muhu—0*1 

r miimw (or 

Singles also available (or 

Star Wars’ Star Trek’ 


Arabian Nights’ 
Antiquities 
Legends '' 
The Dark” 
Fallen Empires” 


Miad” 
Chronicles” 
Homelands” 
Alpha/Beta/ 
Unlimited” 
Out-of-pnrrts 


OTHER GAMES 

Marvel Overpower 

Boosters.$39 

Starters.$49 

Powersurge.$39 

Mission Control Special ..$35 

iyflad ..$29 

Guardians.$69 

Wyvem Phoenix. [.$29 

Rage Wyrm.$29 


COMPLETE SETS 

.$ 3,500 

Btta.$ 3,500 

Unlimited .$ 2,500 

Revised .$295 

Antiquities .$250 

Legends .. ..!$950 

fbeDark . $150 

Fallen Empires . $50 

*» 4 *e. $250 

Fourth Edition.$295 


SPECIALS 

20% off all Ice AgeSingles 

All Star Trek Rares S 3 
(Non-Bridge Crew) 


Booster blowout! Illuminati" 

o _ Rage" 

Save on Box Prices! Rage: Umbra" 


On the Edge* 

Towers in Time" 
SIM City- 
Blood Wars" 


Doom Trooper" 

Inquisition"" 

AND MORE! 


Order Only 800-875-9105 

612-541-0766 
8028 Hwy 55 
Golden Valley, MN 55427 

INTERNATIONAL ORDERS WELCOME 
ORDERING INSTRUCTIONS fm 

1 . Phone reservation required “ ' 

2. Minimum order $10 

3 . $4 minimum postage & handling I 


Retailors 

Call for further information. 
Must have a business license. 


VISIT OUR TWO RETAIL STORES IN MINNESOTA 


8028 Hwy 55 Golden Valley 
Golden Valley Shopping Ctr 
(612) 541-1340 
M-F10-9 Sat 10-8 
Sun 11-6 


1310 S Wayzata BtoJ 
Wayzata (Next to KFC) 
(612)4760931 
M-F10-9 Sat 10-8 
Sun 12-6 


Both stores carry large selections ofcotiectMe cam g&ne urgfes. 
sets, and booster boxes. They also carry come books, nonsports cjf* 
sports cards, fitted hats, and pogs. 





























































































The Siren Kit 


Those runners are getting too crafty, so we have to 
up the ante. Add this fifteen-card kit to your Corp 
multideck, and let the Runner beware! 


B Y 


GLENN 


ell 


O T T 





T he discovery of the Proteus algorithms 
has resulted in chaos, and Runners are a 
greater threat than ever before. But we 
too can make good use of it to further 
our goals. One of the uncovered treasures 
was a diversion node, codenamed Siren. If it 
can be successfully defended, runners will 
n* »er be able to find HQ or R&D again and 
we will be able to advance our 
agenda unhindered. 

The key to the Siren kit is 
the card of the same name. If 
we pay 0 when the Runner 
begins a run, Siren forces the 
Runner to run on the fort it is 
installed in instead of where he or 
she wanted to go. In other words, 
we can prevent the Runner from 
intruding into any fort we want by 
simply redirecting him or her to the Siren fort. 

Naturally, the Runner is going to want to trash Siren, 
so we need to protect it for as long as possible. One way 
to do this is routing access to that fort through the Rio 
de Janeiro City Grid. The city of Rio de Janeiro is still 
using a hopelessly antiquated telecommunications sys¬ 
tem, which drops one out of every six comm links. We 
are more than happy to take advantage of this little 
'problem* 

The more ice we install on a fort in Rio de Janeiro, the 
more likely it is that the Runner's transmission will be 
dropped, since we roll a die each time the Runner passes 
apiece of ice. Our sysop, Chester Mix, is espe- 
oaUv good at layering ke upon a fort. He is able 
tosaveus o on every piece of ice he installs, 

*todi more than makes up for the costs of 
relocating his family to Rio with him. 

We have two new agenda to advance 
thanks to the Proteus algorithms, both of 
spring nasty surprises on any Runner 
*ho happens to access 
them Honest citizens 
tae nothing to fear, but 
those who pry where 
they ought not will pay for 
their presumption. The 
^ Al project is equipped 
toth anti-intrusion routines 


and does 2 Net damage to any Runner 
who accesses it. In addition, it cannot be 
stolen unless the Runner pays 0 when 
it is accessed. Marked Accounts has 
defensive routines that are retaliatory 
rather than preventative-it tags any 
Runner who accesses it. 

We will need to hold agenda until the 
Siren fort is up and running, 
so HQ needs protecting 
too. Three new pieces of 
ice, Datacomb, Twisty 
Passages, and Marionette, 
provide a novel form of 
defense. When the Runner 
passes any of these, we can 
uninstall them and store them 
in HQ. If they are already on HQ, 
the extra cards in hand will make 
the Runner less likely to access 
agenda stored there if he or she 
actually does break in. 

We must manage 
our assets carefully 
when using this kit. 

Including these cards in 
our Corp multideck gives 
us a total of only seven¬ 
teen pieces of ice. Since we 
would like to have four to 
six of those installed and 
rezzed on the Siren fort we 

must choose our 
battles carefully 
when the Runner 
begins to make 
intrusions. In general, it is 
best to save bits to rez ice on the 
Siren fort. 

In business, we must take advantage 
of every situation in order to survive. With 
Siren on our side, we can increase our 
competitive edge just that little bit more. 0 

Glenn Elliott likes to play German boardgames because 
no one knows if he is making up the rules or actually 
translating them. 


The Siren Kit 
Ice 

Manonette 
Twisty Passages 
Datacomb 

Agenda 
2 Fetal AJ 

2 Marked Accounts 

Upgrades 

3 Siren 

3 Rio de Janeiro City Grid 
2 Chester Mix 


The Corp Core 


Ice 

Cerberus 

Zombie 

Homewrecker™ 

Asp 

Triggerman 

Banpei 

Bolter Cluster 
Neural Blade 
Keeper 
Scramble 
Sleeper 
Fire Wall 
Crystal Wall 
Data Wall 


Agenda 
Corporate Retreat 
Detroit Police Contract 
Hostile Takeover 
Marine Arcology 
Political Coup 
Main-Office Relocation 


Bit Production 
4 BBS Whispering Campaign 
3 Accounts Receivable 
3 Night Shift 


Fast Processing 
3 Management Shakeup 

Tagging 

Chance Observation 
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intercept: 


Well-designed intercept decks can nullify vital resources in opponents'de 
A V:TES playtester shows you how to improve your security by frustrating 
other Methuselahs' plans. BT^vplShen Beaulieu 

tiiSfeif. Jr ^3 4 4 ^ ^ ^ 


1iERE SEEMS TO BE a perception in the V:TES 
community that intercept is a losing proposition. 
There arc too many stealth cards available, too many 
actions with inherent stealth, and too few intercept 
cards—it s just too tough to win with an intercept deck* 
Nonsense. Intercept is a viable focus of deck design, 
and in my opinion one of the most robust. All that’s 
needed is a little direction and focus. The fundamental 
objectives of an intercept deck can be summed up as: 
Get in their faces; wear them down; keep them down; 
put them away. If you follow these basic premises, you 
should come out a winner. 


Block everything. Very few actions arc too minor to 
block; in fact, blocking innocuous actions like hunting 
or rescues from torpor can have a tremendous effect on 
the game. Send an undefended minion to torpor if you 
can, and make your opponent think twice about taking 
action again. There is nothing stealthy decks hate more 
than being forced to burn resources to protect a hunt¬ 
ing minion. 


Focus on blocking the key actions of your opponents’ 
decks by exhausting their resources to gain them little 
or nothing. You can hamstring any deck by intercept¬ 
ing enough important actions, especially if those 
actions have inherent stealth. Prevent a political deck 
from calling diabolical votes that undermine your 
power and authority. Stop that gun deck from equip¬ 
ping its minions. Interfere with recruitment of allies 
and retainers, or attempts to exert greater influence 
over other vampires. 


t lay with cards that create opportunities for blc 
<ng: Use Smiling Jack the Anarch or Army of Rat 
deal continuous damage to your foes; increase v 
Wood flow with I he Rack or any of the Powcrba 
Such cards encourage other players to come to i 
using their minions to prevent the damage or' 
potential benefit of these cards—they’ll have to t 
tbeir attention away from the designs and goals of ,1 
own decks. Other cards, like Strained Vitae Sui 
(minions no longer hunt at +1 stealth), The M ilk ,1 
Seven Miseries (-1 stealth on all political actions),, 
Mtlhcent Smith, Puritan Vampire Hunter (burn 


acting minion who is blocked) make t 
actions easier to block or create benefits tro* 

Wear Then” Pcvvn 

So you’ve blocked one of their crucial . 

Now what? Well, you have a couple of J ,, 
fight, or you can run. In cither case, reali/c that \oi 
minions have inherent advantages in combat V >ii£< 
to choose your strikes after your opponent all \ 
you to adjust to their game plan, and you can incrcix 
this advantage by using 44 value-added 1 * intercept card 
that give bonuses in combat. 

"You Want Summa Dis? Combat decks aim a 
reduce the number of opposing minions b\ 
them into oblivion. Aggravated dania. 
strikes, or additional rounds of combat an i 
stays of these decks. Combat decks should u 
added** intercept cards like The Spirits To 
of the Night to gain maneuvers or presses, or Veiled 
Sight to reduce stealth and steal blood. Make Mire t< 
give more than you get in these combats, striki igiron 
long range where vour minion is safer from attack, 
using extra-damage cards like Carrion C • 
or Potencc-bascd damage enhancers. 

The Sabbat s I zimiscc clan is a natural t 
deck. With access to both Animalism . 

(the two basic intercept Discipline' 
Rcvenants, their clan-specific retainer' 
intercept almost anv action. In combat the> 

\ icissitude in a multitude of wavs, delivcrir 
vated damage, or reducing an opposing 
damage with Bonecraft or stealth with I K 
few bast Reactions will maximize the d.u 
acting minion. 

He Who Blocks and Runs Awa, 

Another D.iy Avoidance decks seek t<» pr 
blocking minion so it survives to block i 
cards that end combat, give a dodge, or preve nt J.i ^ 
arc favorites for combat. They also nullify flu con** 
resources of the opposi ng deck: when you d 
combat, the acting minions Burning Wrath is 
1 recognition and Guardian .Angel, with their addi 
tional damage prevention, are choice intcu ca 
or these decks. As avoidance decks focu> on l 
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Tie nets of 
successful 
intercept 


r\ 




r;- $ 



r.ir/v^ 

V 1 


Be Safe 

It is of prime importance to protect your minions 
and other resources. That is the main purpose of 
intercept. 


many minions as possible, untap cards like Rats’ 
Warning, Guard Dogs, Majesty, Earth Meld, Wake 
uh Evenings Freshness, or Forced Awakening are 
qui£ popular. 

Vou an build an interesting avoidance deck around 
the (i.tngrel and Ravnos. Use Chimcrstry’s Veiled 
s it *:>J Ignis l aruus for intercept. Apparition and 
Fortitude cards prevent damage, and Gangrels can use 
I arth Meld to end combat. Animalism cards 
! augment both intercept and combat capabilities. 

Ktjte Therr Pcwn 

your deck is functioning properly, how do you 
!k momentum going? Start by diversifying your 
di<> of intercept cards. Since you can only use one 
sci'vn intercept card during an action, concentrat¬ 
ion or two types will drastically reduce the num- 
ot .u turns you can block. A variety not only allows 
fo generate more intercept to block a given action, 
\<>u more value-added options from which to 

chafc. 

l.t^ good use of reusable intercept cards. Locations 
KIU (, News Radio, London Evening Star,Tabloid 
*1 : i r, and The Rumor Mill, Tabloid Newspaper 
nil intercept for any of your minions. T hey can 
c * s v intercept on other players’ minions, allowing 
t«» do your dirty work. Retainers like Raven 
1' tptor, Mr. Winthrop, or Rcvcnant give specific 
mi * base level of intercept that reaction cards can 
ij nent. 1 hey arc also not restricted to one per min- 
N,,u can pile them up to create a significant base 
Percept rate. 

iplinelcss” cards like Sport Bike, Guardian 
! especially Atonement should be considered 
1 terccptdcck. Atonement is particularly inter- 
,s it provides an untap ability in addition to the 
nl r t, but it docs have two substantial disadvan- 
only usable on the smaller vampires, and it 
m be protected. 


Be Aggressive 

Block any and all actions that you can; look to 
apply offensive pressure to your prey. 

Be Patfent 

Intercept decks are relatively slow. Your deck is 
designed to play the waiting game. The longer a 
game drags on, the better your chances. 

Intercept is control: use it to broker an advantage 
for yourself in votes. Move quickly when your 
window of offensive opportunity arrives and 
make the most of it. Recognize that sometimes 
not blocking is the best course of action. An 
opponent s hand jam can be useful: don't let a 
combat deck cycle cards on you. 


predator is too weak to capitalize on the temporary 
lack of defense. 

Combat decks could make use of Bum’s Rush and 
I laven Uncovered to eliminate any defending min¬ 
ions a turn before an all-out bleed effort. Jar the Soul, 
Passion, or Mind Numb can be used to tap defenders. 
Offensive votes like Domain Challenge or Kinc 
Resources Contested can also put the final nail in your 
prey’s coffin. 

Every clan and deck has access to intercept cards and 
can effectively exploit these techniques. Make use of 
them where appropriate. Intercept has a place in almost 
every deck: you’ll find that even a little bit, when unex¬ 
pected, goes a long way. [ 


Stephen Beaulieu has been playing V:TES since the first 
that intercept is a means to an end, not the preshipment ofjyhad in August oj 1994. He is aplaytester 
' > Successful intercept creates the opportunity in Austin . Texas , with a dedicatedgroup of players who 

■ction when your prev is vulnerable and your meet for about six hours every week. 
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Do You Really Know 
Where Volf Stand? 


Knowledge is power. 

Serious players know that to win, you must know 
your own strength Magic: The Gathering 
Prepaid Phone Cards are your only source 
for accessing Up-to-the minute DCI and Arena 
player rankii£s, tournament schedules, 
game information, and more! 

Black Lotus. Jester’s Cap. Balduvian Horde. 

Now the most valuable cards in your collection 
can be carried in your wallet. 

Summon the power of knowledge, and rest 
assured that your investment is backed 
by the technology of MCI. 


Available where Magic: The Gathering 
is sold or call 1-800-549-3177 
to order yours while you still can. 


VISA, MasterCard. American Express, 
and DISCOVER accepted. 


Masic: The CatheroiK Limited 


Editim, Prepaid Phone Card* 

«*H Kb Ix/'i v i 


V. 










4f|» 


The Gathering 


Service is provided by MCI Telecomm.," f ° ,u,ly ,p «har K oaWc with . 

tk. <,nS Cof ' >or "»ion pursuant t„ 21 hou ' **** . . C 

*£*««**' . - i,,,WFCC ^ l«amem^d.andanyappik.v«c^ 


^ IOC lltu . 


U.m »r,i 


HMr.tfi. 




sno.LV fhctvvt 
‘-wo*. n4 trw iWi me 


m 









ocal contact numbers for locations and advance-registration (advance-phone registration cut-off is 5 p.m. on Friday, January 10) 
(dll (206) 624-0933 or {heck www.wizards.com for the latest detailed information on prerelease tournoments near you! 


‘Iknuergu*. NM 
"•choragc, AK 
J'loite, OA 
*•««•», MA 
II 

Ltvv, . . 

s (0 

( ' 1 ' Irniug, Ml 


Orlando, FL 770 

San Diego, CA 714 

Seattle, WA 206 

St. Louis, MO 314 

Syracuse, NY 315 

Toronto, Canada 905 

Vancouver, Canada 604 

Washington, D.C. 301 

Wichita, KS 316 


889-1461 

444-4566 

204-5899 

770-0022 

449-4060 

524-5725 

521- 4471 
881-3530 

522- 5331 


808-596 

713- 680 
319-338 
702-228 
606-225 
402-434 

714- 671 
612-938 
415-947 
800-852 
800-927 


Honolulu, HI 
Houston, TX 
Iowa City, IA 
Las Vegas, NV 
Lexington, KY 
Lincoln, NE 
Los Angeles, CA 
Minneapolis, MN 
Mt. View, CA 
New York, NY 
Orem, UT 


505-265 

907-274 

770-889 

508-562 

847-853 

330-922 

214-350 

303-781 

517-351 


vvqic 

^ fh* Catherine ® 


Wfzar 


Magic: The Gflibefing faC«i1* ft* K tafmy B>~- • MtaUfcfaMta 


Prerelease Tournaments 


January 11,1997 

the toumamen * *ty<« that emphasizes 

the fun of the game and the thrill of new cards. Also featuring other unique 
tournaments throughout the day! $28 advance registration or $30 on-site. 
Entry fee mcludes one Mirage™ starter and three Visions ™ boosters. 





PRODUCT 


INFORMATION! 


Duelist advertisers are your best 
source for information about their 
products and services. To get more 
information about any product or 
service, simply tear out the card, 
circle the number on the card that 
corresponds with the advertise¬ 
ment, stamp it, and drop it in the 
mail. Best of all, it's free. So start 
gathering the information you 
want and need to stay on top of 
your game! 


For information about advertising in 
The Duelist and participating in the 
reader service program, contact: 


niE 



P.O. Box 707 • Renton, WA 98057-0707 

Tel: (206) 204-7262 Fax: (206) 204-5928 


To subscribe, call 
Mon Fri, 8:30-5:00 (PST) 

(800) 395-7760 


\Vfni 


** o-nrt by Ihr iumtu 

. “* n ' n * * "V «>»»« mmbon n> 




Advertiser Index 


AO 

CODE 


ADVERTISER 


*CI 






51 


4 CD's Interactive Catalog. 

ABC Distributing. ^ 


Albion (Blue Byte). 21 

Arcadia* (White Wolf Games). 15 

The Armory. y 

Arena* League (WotC). % 

Ars Magica* (Atlas Games). $ 

Battletech* (WotC) 


- 23 


9 

10 
11 
12 

13 

14 


Battletech* Contest (WotC) .j ^.59 

Card Emporium . 74 

Cee-Jay. IZIII.97 


Chronicles of the Sword (Pysgnosis).fc 

Descent to Undermountain* (Interplay). 0BC 

Dractus* Publishing . 95 


Dragon Dice (Interplay) . ^4 

The Duelist Merchandise. ji 

Duelist Booster Program.32 

Duelist Invitational Contest.„.72 

East Coast Cards & Collectibles.97 


Everway (Rubicon Games)..54 

Fallout (Interplay)..j 

Games Galore. 94 

GNA Wholesale .. 95 

Heroes of Might & Magic II: The Succession Wars' 

(New World Computing)...5 

HobbyTown USA . jj 

Iguana's Comic Book Cafe. 42 

Infinity Comics & Games, Inc...9} 

Lands of Lore ll*(Westwood Studios)..... 19 

The Magic Source..35 

Magic: The Gathering Battlemage* (Acclaim)_ 10 -H 

Magic: The Gathering CD-ROM Game* (MicroPro* x 

Major League Entertainment. 97 

Mechwarrior 2 Mercenaries* (Activision). ’ 1 

MCI Pre paid Phone Card (WotC). 78 

Middle-earth:The Wizards* (Iron Crown Enterprises! : 
Mishra's. 73 

The Multiverse Gift Box' (WotC)_ 50 

National Collector. » 

Netrunner—Proteus' (WotC)___4I 

Netrunner (WotC).. V 

Neutral Ground. «> 

Paul & Judy's Coins & Cards " I_* 

Psychic Purge. 94 

PT Qualifier (WotC).TZZZZZZZZ... H 

Saratoga Sci-Fi Shop .ZZZZZZ_* 

Shahrazad Games. 95 

Star Trek" Dice Game (Five Rings Publishing). - 

The Supreme Strategist 93 

Thunder & Ughtning.ZZ.# 

Tobal No. 1 (Sony Computer Entertainment) . ^ 

Troll & Toad.Z. 

Ultra Pro Accessories (Rembrandt) Z!"ZZZ. « 

es * Coa st Cards and Games.. 

Visions (WotC) . 

Visions Contest(WotC). & 

Visions Pre Release Tournaments (WotC). 

x-Nles Interactive Card Game (USPC Carnes) - 1 







































































Magic: 

The Puzzling 


Y ou don't have to wait for next issue's 
Duelist to hit the stands to torture your¬ 
self with Mark Rosewater's famous puzzles. 
Now there's Magic: The Puzzling —the 
book. This beautiful, full-color collection of 
twenty-five new puzzles is appropriate for 
all levels of Magic enthusiasts, with puz¬ 
zles ranging from easy to nasty. The book 
also contains hints, solutions, and a player's guide to all 
the cards used in the book. It's even sturdily built for throwing across 
the room when you start getting brain cramps. 

$17.50 u.s. 

$18.95 Outside U.S. 



Actual Si/e 


Duelist Life Counter 


S ay good-bye to glass beads and loose change! These sturdy, finely 
crafted pewter and enamel counters let you mark off the occasional 
Lightning Bolt or poke from Tim in style with brass- and silver-plated 
beads Best of all, each 312'' x 21/T counter fits right inside a Magic 
deck box. Available in red, green, white, blue, and black. 

$12.99 u.s. 

$17.99 Outside U.S. 


Duelist Back Issues 


• ^ 


•i.**r * 



•U0tt*r*5 



BACK ISSUE PRICES aisfunch) 



U.S. 

Outside U.S. 

#1 V photocopy <**> 

S4.00 

$6.50 

_ #2 & 3 

S5.50 

$8.75_ 

#4-8 

$5.95 

$9.00_ 

#9 & up 

$6.95 

$9.75 


BONUS 



Buy any two items, or more than 
S12 00 in back issues, and get a 

r'All t-shirt! 


Duelist 

T-shirt 


D uel in com¬ 
fort in 100% 
cotton, preshrunk 


Duelist t-shirts, in short or 


long sleeves, black or white. 

Cover art by (a)Melissa Benson, © 

(b)Liz Danforth, or (c)Rob Alexander. 

Short-sleeve Long-sleeve 

$18.95 u.s. $23.95 u.s. 



$19.95 Outside U.S. $24.95 Outside U.S. 


Sizes M, L XL. (XXL: Add S2) 


To order, mail a photocopy of this form to: 

DUELIST MERCHANDISE 

P.0. BOX 707 RENTON, WA 98057 9916 
ORDER BY PHONE: (206) 204-8000 ORDER BY FAX: (206) 204-5928 
ORDER BY EMAIL: duebstctwizardi.com 

MAKE CHECKS PAYABLE TO THE DUELIST. 

Please specify “U.S. Funds" on all non-U.S. checks or 
foreign bank draft orders. 


YOUR ADDRESS 


STREFT ADDRESS 

oty/swe/zFp 

TELEPHONE ( )- 


YOUR ORDER 
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© DCI-sanctioned Mirage " Sealed Deck format! 



© Master and Junior division invitations to the Magic The Gathering Pro Tour available at all Qualifiers. 

© All players compete in Swiss-style rounds. Top 8 Master and Top 8 Junior-division players then play in single¬ 
elimination competition. Invitations extend to top finishers not already invited to Pro Tour-Los Angeles. 

© Cash and other great prizes awarded to the top finishers. 

© $23 advance-registration or $25 on-site. Entry fee includes 1 Mirage starter and 2 Mirage boosters! 



• \ 



Invitations 

Total 


[ 

Dot* 


(orttadNamber 

Master Junior 

Prizt Money 

Date 


7-Dec 

Albuquerque, NM 

505-265-6100 

1 1 

$500 

12-Jon 


7-Dec 

Iowa Gty, IA 

319-338-00B6 

2 2 

$S00 

12-Jan 


7-Dec 

Mt. View, CA 

415-947-0398 

4 4 

$1,000 

12-Jon 


7-Dec 

New York, NY 

800-852-2442 

4 4 

$1,000 

12-Jan 


7-D«c 

5eaft!e, WA 

206-204-5899 

2 2 

$500 

12-Jon 


8-Dec 

Burlington, VT 

802-863-3666 

1 1 

$500 

12-Jon 

I • m 

8-Dec 

las Angeles, CA 

714-444-4546 

4 4 

$1,000 

12-Jon 


8-Dec 

Richmond, VA 

804-961-6953 

1 1 

$500 

18-Jon 


14-Dec 

Atlanta, GA 

770-889-1461 

4 4 

$1,000 

18-Jon 

N L 

14-Dec 

Chicago, IL 

847-853-1994 

2 2 

$S00 

18-Jon 


14-Dec 

14 fU 

St. lows, MO 

314-770-0022 

2 2 

$500 

18-Jon 


M-De< 

Boston, MA 

617-664-5799 

Arena Only* 

$500 

18-Jon 


14-Dec 

Cuyahoga Falls, OH 330-922-4263 

Arena Only* 

$500 

19-Jon 


14-Dec 

Denver, CO 

303-781-3895 

Arena Only* 

$500 

25-Jon 


14-Dec 

los Angeles, CA 

714-444-4564 

Arena Only* 

$500 

25-Jon 


U*De< 

Mt. View, CA 

415-947-0398 

Arena Only* 

$S00 

25-Jon 


14-Dec 

Phoenix, AZ 

602-449-3489 

Arenc Only* 

$500 

25-ion 

1 

15-Dec 

Chicago, 11 

847-853-1994 

Arena Only* 

$1,000 

25-Jon 


15-Dec 

New York, NY 

800-852-2442 

Arena Only* 

$1,000 

25-Jon 


15-Dec 

Hoosfon, TX 

713-680-1870 

Arena Only* 

$500 

25-Jon 


15-Dec 

Dallas, TX 

214-350-1772 

2 2 

$500 

26-Jan 


21-Dec 

las Vegas, NV 

702-228-2221 

2 2 

ssoo 

26-Jan 


J 21-Dec 

Seattle, WA 

206-204-5899 

2 2 

$$00 

1 -Fob 


28-Dec 

Edison, NJ 

800-852-2442 

2 2 

$500 

1 -Feb 


28-Dec 

Kansas Gty, KS 

913-962-4263 

1 1 

SSOO 

1-Fefc 


4-Joit 

Orlando, FI 

770-889-1461 

2 2 

$500 

1 -Feb 


4-Job 

Philadelphia, PA 

800-852-2442 

2 2 

ssoo 

2-Feb 


4-Job 

Sondusky, OH 

419-433-4134 

1 1 

$500 

* Autumn 


Invitations 


attict numbe 
P424-W3 oi 


Gty 

Contact Number 

^Master 

Junior 


Anchoroge, AK 

907-274-4112 

1 

1 

$500 

Chicago, 11 

#47-853-1994 

2 

2 

$500 

Honolulu, HI 

808-596-8236 

1 

1 

$500 

los Angeles, CA 

714-671-1270 

4 

4 

$1,000 

New York, NY 

800-852-2442 

4 

4 

$1,0CO 

Seattle, WA 

206-204-5899 

2 

2 

$500 ! 

Toronto, Canada 

905-524-5725 

2 

2 

$500 

Minneapolis, MN 

612-938-8163 

2 

2 

$500 

Orem, UT 

•00-927-5075 

1 

1 

$500 

Phoenix, AZ 

602-649-3489 

2 

2 

$500 

Syrocuse, NY 

315-449-4060 

1 

1 

$500 

Washington, D.C 

301-881-3530 

2 

2 

$500 

Detroit, Ml 

810-740-7022 

1 

1 

$500 

Brighton, MA 

S08-S62-7898 

4 

4 

$1000 

Denver, CO 

303-781-3895 

2 

2 

$500 

Eugene, OR 

541-726-51 S3 

1 

1 

$500 

Mt. View, CA 

415-947-0398 

4 

4 

$1,000 

Pittsburgh, PA 

800-852-2442 

2 

2 

$500 

Vancouver, Canoda 

604-521-4471 

2 

2 

$500 

Wichita, KS 

316-522-5331 

2 

2 

$500 

lubbock, TX 

806-763-4054 

1 

1 

$500 

San Diego, CA 

714-444-4566 

4 

4 

$1,000 

Boston, MA 

617-666-S799 

4 

4 

$1,000 

Cuyahoga Fads, OH 330-922-4263 

2 

2 

$500 

Lincoln, HE 

402-434-S050 

1 

1 

$500 

Seattle, WA 

206-204-5899 

2 

2 

SSOO 

lot Angeles, CA 714-444-4566 
Seaton Arena plovers only 11 Matter 

4 4 $1,000 

INui 1 llmt at -rtiuieirMi invitntiof 


prds.co*> for the latest detailed information on Qualifiers neor you! 


5 pm on Friday before tournament 
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appe 


ow that the season of giving has come and gone, gamers 
on tight budgets may scope out sale items in their local 
game stores discount bin. These humble, forlorn boxes 
function as this hobby’s Burgess Shale, a rich repository 
of the field s fascinating early evolution. Some great 
games unjustly end here. Because trading card game 
sales arc so strongly localized (one city’s hit is another’s 
flop) I don’t know which older games in your area await 
rescue. Here I offer my recommendations, which do not 
necessarily reflect the opinions of The Duelist or Wiz¬ 
ards of the Coast. 


SCIENCE-FlCTION LOVIR 


Trv New Millennium's Bat- 
tlclords. This dead game was really good — to my mind 
as good as Star Wars (Decipher), though not quite as 
pretty. But Battlclords has a steep learning curve, plays 
badly from a single starter, and the rulebook’s print is 
ludicrously small. Get a magnifying glass to go with 
each deck. Wing Commander (Thunder Castle Games) 
is also a decent choice. 



Pick up Daedalus Games’ Shadowfist 


(one of my favorite card games), Hcartbreaker’s James 
Bond 007 Goldeneye, or White Wolfs Rage. 

Try Steve 

Jackson Games’ Illuminati: New World Order (another 
personal favorite) or Atlas Games’ On the Edge. 


Football Fa 


Puzzle Solvers and Stay-at-Homes 


Mayfair’s Sim- 
City: The Card Game offers fine solitaire play. Mayfair 
Games now produces stand-alone city sets, the format 
with which it should have started. 



Pick upTSR’s Blood Wars. Everything 
that this Plancscape card game does, Legend of the 
Five Rings (Five Rings Publishing) does better—hut 
L5R rarely gets discounted. Blood Wars plays pretty 
well as a multi-player game, and it’s much better than 
TSR’s Spcllfirc. 

You’ll never find Middle-earth:The Wiz¬ 
ards (Iron Crown Entertainment) on sale cheap, so look Hyborian Gates (CARI)Z Distri- 


for FPG’s Guardians or Last Unicorn’s I leresy: King¬ 
dom Come (both neat designs with beautiful cards) or 
for Wyvcm (U.S. Games Systems). 

OverPower (Fleer Entertain- 
ment) or Wildstorms (WildStorm Productions) arc 
good deals, though they’re rarely discounted. 



Cheek out Dixie (Columbia Games) or 
The Last Crusade (Chameleon Eclectic/Pinnaclc). 

Kult. The dead-on-arrival reception of 
Heart breaker's excellent game was tragic. Aside from its 
disturbing art, Kult isn’t scary and has only tangential 
relation to Metropolis Ltd.’s Kult horror roleplaying 
game. An absorbing contest of logistics and deck 
design, the card game is easy to learn and plays great 
from a starter. 


bution). The game is utterly dull but has art by Vallejo 
and his wife, Julie Bell. 


For the Weasel Who Copied Your Test Answer 


Echelons of Fire/Fury (Medallion Simulations), Star 
Quest (Comic Images), Tempest of the Gods (Black 
Dragon Press), Towers in Time (Thunder Castle), Ulti¬ 
mate Combat (Ultimate Games). Instead of buying 
friends these routine (or worse) Magic clones, why not 
just give Magic instead? 

Bancmastcr 

(Chessex), Flights of Fantasy (Dcstini Productions), 
Mortal Kombat (Brady Games), Super Deck! (Card 
Sharks, Inc.). 
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rcadia (White Wolf 
Game Studio, 

Atlanta): The second game in the trilogy. 
King Iron/)farts Madness, should be out by 
now. Tlie set’s 405 cards (!), all of equal rar¬ 
ity, were developed by Tim Byrd; artists 
includeTony DiTerlizzi, William O’Con¬ 
nor, and Rob Spencer. The concluding 
game in the series, The Lions Den , is 
planned for June. <wwolfmail@ white-wolf.com > 

' Dark Age (FPG, Pittsburgh): The 
stand-alone sequel to the first game, Feudal 
Lords (see review on p. 86), is The Brood', 
about genetically engineered creatures run 
amuck. Using different rules but designed 
to be playable against Feudal decks, Brood 
cards feature growth numbers used to 
increase a Brooders size.The player starts 
with a core creature, flips cards from his or 
her deck, and adds their growth numbers to 
the creatures strength. But high-growth 
cards include mutations that hinder the 
Brooder, and it can also mutate on bad die 
rolls. Most of the Feudal artists return for 
Brood, which should be out about now. 
<fpgqna@aol.com> 

Heresy: Kingdom Come (Last 
Unicorn Games, Camp Hill, PA): The 
Project: Demiurge expansion announced last 
issue has been delayed pending sufficient 
orders from distributors. Last Unicom has 
acquired the trading card game license to 
Frank Herbert s classic Dune scries of 
science-fiction novels; the game is planned 
for spring release. Details in a later issue. 

< monomyth @ ad.com > 

Legend of the Five Rings (Five 
Rings Publishing Group, Bellevue, WA): 
The 150-card Anvil of Despair should be 
out now (11-card boosters, S1.95). Intro¬ 
ducing two new armies, it represents the cli¬ 
max of the L5R story; codcsigner John 
Wick calls it “big, mean, bad stuff. We’re 
doing something no one believed we would 
do." Also out now is Battle ofBeiden Pass, a 
starter set with two fixed decks (Dragon 
and Crab) and a larger rulcbook (S 19.95). A 
spring expansion. Crimson Jade , redeems 
one clan and destroys another. John Wicks 
roleplaying game based on the card game is 
due in March, along with a gamcmaster s 


pack, a boxed campaign set (Distant 
Thunder), and a Dragon Clan supplement. 
<l5r@ lightside.com > 

Middle-Earthi The Wizards (Iron 
Crown Enterprises, Charlottesville, VA): 
The Lidless Eye, a stand-alone expansion (at 
least 363 cards) by Coleman Charlton and 
Mike Reynolds, appears in spring. It fea¬ 
tures Sauron’s lieutenants and the named 
ores seen in Lord of the Rings. The next 
expansion, The White Hand, covers Saru- 
man and other “neutral interests," and gives 
cards that turn player wizards neutral. 
<metwice@ aol.com > 

Mythos (Chaosium, Albany, CA): 

The 200-card Dreamlands stand-alone 
compatible expansion ships January 17. 

Sold in 60-card starters (plus one double¬ 
size Investigator card, $8.95) and 13-card 
boosters ($2.95), Dreamlands adapts II. P. 
Lovecraft’s “Dream Cycle" stories to add a 
new realm to Mythos. Play can take place 
in the waking world or in several regions of 
the realm of dreams. Various cards permit 
travel between them. The report last issue 
that Chaosium has secured a license for a 
trading card game based on the DOOM 
computer game proved premature. At press 
time, the license was still under negotiation. 
<mythosccg@ aol.com > 

: OvorPower (Fleer Entertainment, 

Mr. Laurel, NJ): December brings IQ 
OverPower, a 291-card expansion (15-card 
boosters, $2.95) that adds Intellect (intro¬ 
duced in DC OverPower) to the original 
Marvel OverPower characters. IQ also 
introduces eight new Marvel characters 
(Forge, Nick Fury, Kingpin), plus new 
Specials with an Intellect focus. In Febru¬ 
ary comes Justice League OverPower, a DC 
expansion with about 180 cards, adding 

Green Lantern, Wonder Woman, and 

other heavy hitters, plus new specials for 
existing DC characters.yL adds a new card 
type, Tactics, which lets two characters act 
together. The numerous OverPower 
promo cards will be made available to 
members of the OverPower Legion fan 
club, which now has 3,000 members 
Fleer plans a professional tour next year 
<kathl029@aol.com>; (800) OPR-ULES 


y Rage (White Wolf): A newe.\; 
called Project Twilight is in the works, burr 
press time White Wolf had nodeta i!$ 

1) Redempt ion (Cactus Game .Ta 
AZ): In August, Cactus offered 750 c 
plete sets of all published Redemption 
cards ($150 apiece); buyers may al . ur* 
chase a complete set of the next c 
Women of the Bible, at half price. Call (9 
365-1711 to sec if sets arc still avail Sic 
<cactu$rob@ aol.com > 

!*> Shadowf isf (I)ardalus Entci 
Seattle): The Throne War stand-alone 
expansion has been delayed until summa j 
<jgarcia@ halcyon.com > 

H) Star Trekt The Card Game 5ic 

New York City): The 160-card Star Fleet 
Maneuvers expansion, covering the first 
half of classic Trek's second TV season 
(fribbles!), should be out now. Dcsiir.cdb 
Ron Perazza and Steve Domzalks . then 
features Permanent Wilds that endanger 
the Enterprise. The rest of the second s 
is covered in Alien Encounters, a March 
expansion that introduces a new card typ 
the ally. <fsnetrep@ aol.com > 

Star Wars Customizable Card 
Game (Decipher, Norfolk, VA T! < 
ond expansion, the 162-card Hoth. hodd| 
be out now. It includes the first of three 
updated Luke Skvwalkcrs that reflect the 
hero’s development through the movie tril¬ 
ogy'. I n January, Parker Brothers disi 
another of Decipher’s introductory two- 
player games similar to this year s Starve 
introductory game, this time based on Tht 
Empire Strikes Back. Dagobab, a 162-card - 
set based on the middle section of£* 
is planned for February. Plans for a 3 
of the Empire expansion have apparently 
been canceled. <DCust5erve@deopherc*« > ; 
Web: <www.decipher.com> 

S* X-Files (NXT Gamcs/U.S. P 
Cards, Cincinnati): The 80 million cards ^ 
the basic game’s first edition shipped 
November 1. No unlimited edition is 
planned; instead, a sequence of limited c£ 

tions will rotate in new or corrected cards 
< nxtgames @ aol.com >; Web: < www.nxtpaei.co*> 





by Allen Varney <APVarneytfr^ 
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Ultra«PRO Deck Protectors for 
Magic: The Gathering are 
designed for game play and 
long -term storage. 


• Archival Safe • 

• Super Strong • 

• High in Clarity • 


TOURNAMENT APPROVED 

Sized to fit 

Ultra«PRO / Magic: The Gathering 
nine -pocket pages. Deck Protectors 
offer the best protection for your 
Magic Deck. Use Ultra*PRO Deck 
Bynder’s and 3-ring Albums for the 
ultimate storage of your 
Magic: The Gathering cards. 


Protect your Magic cards with the best.*. 
Ultra*PRO Accessories for Magici The Gathering 


BONUS: Inside Ultra»PRO / Magic: The Gathering Deck Protectors and 
Eight - Pack Refill Pages are Limited Edition Puzzle Cards. Collect all nine 
to make the complete Black Lotus or Chaos Orb Card and win the cash 
value of that card. (Black Lotus, $250 USD - Chaos Ort>, $100 USD). 

Look for details inside package. 


Maakr The Gathering® is a registered trademark of Wizards of the Coast. Inc. clr ^ of f ^^ n 
©1996 Wizards of the Coast, Inc AH rights reserved. 


6049 Slauson Ave„ Los Angeles, CA 90040 

in CA (213) 725 -1975 • Fax (213) 728 - 4092 


VJMl^rXO 


A WINNING COMBINATION 






















Dark Ages Feudal Lords 

Don't ask them home to dinner 


t# 2 

MM «■!*»«•* ** 




The only problem with FPG's new 
post-holocaust combat game is 
that there isn’t enough of it—yet. 



a review by Allen Varney 


I f j ever find that bozo reviewer, Fm gonna strangle him. L 
the bozo in question, whose name my private detectives still \ 
uncovered, negatively reviewed a playtest version ot 
Guardians trading card game. Apparently, his published i 
interpreted key rules, which so annoyed FPG that the c : 
banned distribution of playtest cards to any reviewer ar v 
forevermore. So with the deadline closing fast for my rc\:e 
FPGs second game, Dark Age: Feudal Lords , I couldn’t get advance c 
instead, FPG sent me uncut press sheets, fresh from Yaquinto Primaj 
Dallas. In this way, I, who loved Guardians (see Duelist #8), suffered j 
ishment for another’s crime: I had to laboriously snip hundreds ofc 
before playing. Fortunately, my scissors retained their edge, so I’m 1 
them handy in case I meet that bozo. 

Dark Age proved worth the effort. An exceedingly handsome 
follows the lead of Guardians in combining gorgeous graphics with in 
tive and thoughtful rules. Where Guardians offered Disncyfic 
whimsy, however, here we enter a post-apocalyptic nightmare \ 
resources and civility but way long on attitude. Wc merely glimpse t 
world in this first Dark Age game. Feudal Lords, but the view is fascin 
and tantalizing and leaves us wanting more. 


card starters with four dice and 
ornamental sticker, $ 12.9S; 10-card 
boosters, $2.SO. For two or more 

playing time IS—45 minutes. 


DESIGN 

GRAPHIC DESIGN 



John Bcrkey. Rick Berry, John Bolton. 
Timothy Bradstreet, Gerald Brom. 
Dave Dorman, Les Dorscheid, Phil 
Hale, Henry Higginbotham, Patrick 
Ho. John Matson, John Zeleznik 



First Law of the Apocalypse: 

Mon can wear heavy armor; women 
may only wear skimpy tank tops, tight 
stockings, and leather bondage gear* 

The attractive and well-written Feudal Lords 
rulebook offers not one sentence of back¬ 
ground, but designer Luke Petersdunidt’s 
notes in Scrye magazine (# 16 ) hint at the 
history of the future. Five centuries from 
now, an advanced society reliant on 
“bioteck” (sic) gene-manipulating drugs 
suddenly falls...no doubt because people 
went crazy cutting out thousands of cards. 
In this first Dark Age card game (of at least 
three), wc see the few human survivors, “iso¬ 
lationists who live off the shattered remains 
of a once great civilization,” engaging in 
“meaningless turf wars.” 

Lacking historical background and inter¬ 
esting flavor text, Feudal Lords relies on 
amazing artwork to conjure atmosphere. 
Matching Guardians and I leresy: Kingdom 
Come in beauty, Dark Age showcases the 
finest work yet of artist Gerald Brom, aTSR 
alumnus well known for his AD&D Dark 
Sun art. Brom originated the Dark Age 


setting with Pctcrschmidt (Gu 
painted about a third of the cards, ar c 
dinuted a dozen talented friendstoprt 
a whole bunch of tough-looking ( 
Check out Tim Bradstrcet’s hani 
Survivalists, the strange, hairless fital 
Phil I laic, and the surreal Weapons soil 
by I lenrv 1 ligginbotham. 

Of course, this being an FPG 
(remember the “Babes* card 
Guardians?), every woman in the s 
inevitably a lightly clad supermodeh 
lots of lipstick. Grow up, guys. 

Second Law of the Apocalypse: 

GET AHEAD! 

I he anonymous ruined city of Feudall 
harbors three classes of survivor, 
into warring factions: Over-City (W* 
Heads, War Knights, White Rcavcrsl. 
IJnder-City (Bad Docs, HooDo Sb? 
Gang), and Outer-City (Mercenaries^ 
vivalists. Witnesses). The game oftcr> 
characters from each faction, enough 
superficially convey their difference? 
HooDoos are lucky, WarHcads are big» 
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The Proteus’" expansion for Netrunner® 
has a few items on the agenda. 


% 


Check this. It kicks off with a new generation of versatile programs thatchange -dent.ty on 
the fly. Icebreakers that can pull a quick switch and become enOrely different weapons at 
your discretion. Walls that can slap up code gate routines. Wal.breakers thatcan <Jrop at senuy 
flat. The first limited-edition expansion set for Netrunner blows into stores this fall. Fifteen-card 
booster packs filled with the latest street-tech and industrial countermeasures. New -"novations will put 

an edge on your game. _ . 

Are you getting this, Wilson? Proteus is out there. You better run. 



^booster packs (mixed Corp and Runner): $2.95 MSRP / Wizards of the 


Wizards 


Of Till coast 


Ch.ck ou, Webrunner II, The Forbidden Code online contest at http.//w 


f R r.Kon., Games wuwm « «« < >•«< "» of w »“ RTG - 

1 "V r-Hu. ed br Wizards ..f .he Coast. Inc under ..cense ^ MarkTed ,„. 













Witnesses are religious fanatics, and 
that’s about it. The factions arc unevenly 
distributed across the rarities, so you’ll 
see a lot more I looDoos than White 
Reavers in your starters. Though these 
factions struggle with one another, there’s 
no game reason not to mix them all in 
your deck. 

You’re a faction leader, unnamed but 
defined by your abilities to draft and 
motivate your followers. You’re not 
interested in conquest, just 
loot and the humiliation of 
your enemies. By winning 
battles and sacking your 
opponent’s locations (Acid 
Tunnels, Dumping Ground, 

Mega Mall), you accumulate 
Victory Points (VP). 

Players alternate four-step 
turns. After a Stockpile (draw) 
phase, you can try to draft (put 
into play) one character by 
rolling one six-sided die. If you beat the 
character’s Control number, as modified 
by many effects, the character enters 
play; otherwise, it’s discarded. In the 
Action Phase, you spend Leadership 
(Ld.) and Supply (Sup.) points—each 
determined by the roll of one Resource 
die—to equip your characters with Skills 
(Quick Shot, Sucker Punch, Slum Lord) 
and Weapons (Spinning Spear, Glue 
Cannon, 1 lell Blade), and to play 
Instants (Stimm Treatment, Holy Land 
Fever). You can also make one attack. If 
your attack succeeds, you sack an oppos¬ 
ing location for 3 VP; you can also gain 
VP by defeating defenders. In the last 
step, you refill your hand and reroll 
Resource dice. 

The quest for victory entails constant 
struggle not only with your opponent’s 
forces but also with your own. You may 
be a feudal lord, but your unruly vassals 
won’t obey you without constant bribes of 
Leadership points. Dark Age is a logisti¬ 
cal game where everything, including 
combat, costs Ixi. and Sup., and you 
never have enough of either. Feudal lArds 
gives you all the cards you want, but earn¬ 
ing enough Resources to play and attack 
with them forms a game plav bottleneck 
that is difficult to widen. Magic players. 



imagine that you could only spend three 
or four mana a turn, on average, and that 
your creatures required new mana every 
time they attacked. Sound frustrating? In 
Dark Age, it is! 

The attacker spends Ld. to form an 
attack pool, either paying full Control 
cost for mote than one attacker or rolling 
the die in hopes of a discount price for a 
Lone Combatant. He or she targets one 
of the opponents three loca¬ 
tions, which have differing 
effects on combat (no Weapons 
allowed, all rolls are -1, etc.). 
The defender gathers a pool 
\ of characters by the same 
means. Each player has the 
chance to play a Victory 
card that grants bonuses to 
the victor; the ability to 
bluff any card as a Vic¬ 
tory card for psycholog¬ 
ical advantage is one of the game’s 
best touches. 

The two pools pair off in 
Guardians fashion, with excess 
characters on one side providing 
“support” to primary combatants. 

Hits are determined by the roll 
of two dice. Characters have 
strings of numbers, like “6-8-10” 
or "9-12.” In each stage of combat, roll 
both dice once for each character and 
score one hit for each number in the 
string that is less than the number rolled. 
To evade damage, the target then rolls 
against his or her own string of blocking 
numbers. Supporting characters do only 
one hit hut don’t get damaged. Charac¬ 
ters die when their hits exceed their Life 
total (usually 2 to 5). 

It’s an intriguing core system, but 
with three stages, a Distance Fire round 
followed by two vicious Close Combat 
exchanges, Feudal Fords combat involves 
lots of dice rolls but surprisingly little 
flavor. I he bribery, off-color bonuses, 
area attacks, and immunities that lend 
Guardians richness give way here to a 
gray horde of die-roll modifiers. We can 
visualize what’s happening (Wreckers 
Razor Claw hit the seams of X-Cesss 
Light Armor), but even with the dice 
we miss a sense of unpredictability, of 


individuals bringing their unique com¬ 
petence to the field. 

Feudal Lords s problem is its small card 
set. A universe of 225 cards can’t sketch 
nine factions in useful detail, let alone 
conjure their relationships or project 
players into their setting. The aime 
might also have benefited from a simple 
movement system, a la Guardian*, to 
give its combat a more tactical flavor in 
place of its endless modifiers. Feudal 
Lords has the flavor of a rolcplaying com¬ 
bat system, but without the context, per¬ 
sonalities, and motivations that enhance 
roleplaying combat. 

* We hope you enjoy playing Dark 
Aget Feudal Lords as much as I have 
enioyed eating this burger, and let 
me tell you, this is one fine 
burger." 

—from l.ukc Prtmcbmkkt 
rule book m/roJkOm 

Think of Dark Age as 
a work in progress. 
Feudal Lords , for al! its 
considerable virtues, suf¬ 
fers from its lack of con¬ 
text and constricted 
subset of the game-worlds 
possibilities. But there arc 
more Dark games to come. The see i 
The Broody brings on mutated monstr 
ties from the Genetic Revolution. The 
two games use different rules but can be 
played against one another, humans vs. 
Brooders. FPG also plans a roleplaying 
game with the same setting and combat 
system; the cards work in the RPC with¬ 
out conversion. The RPG should give 
enough context to turn anyone into a 
gleeful Banshee Warrior, Pyro, or Initiate 
of Murk. 

For now, I recommend Feudal Lords to 
everyone simply for its beautiful cards. 
The game proper should suit fans o! 
Guardians and those who like to play 
out hard-scrabble combat in sort-of- 
medium detail. Me, I’m impressed with 
Dark Age as far as it goes, and I’m look¬ 
ing forward to the rest of it. Considering 
l had to cut apart over one million cards 
to play it, that’s saying a lot. ■ 
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Ars Magica—widely acclaimed as the role-playing 
game with the best magic system in gaming. Find 
out why, when Atlas Games brings you to a new 
level with the fourth edition rulebook. Learn the 
Art of Magic. 


November, 1996 
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Rage: 
Legacy 
of the 
Tribes 

Good Eatiri 

a review by Rick Swan 


*» (z.vwjv or Ivoc X* 
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/ 1 7 hiti l i off'(lame Studio 

C/urkston, (r/1 


12-card booster pack (plus 
rules folder), $1.95; 210-card 
set. For two to five players; 
playing time: 30-90 minutes 


Justin Achilli (based on concepts 
by Mike Tinney, Stephen Wieck, 
Bill Bridges, Mark Rein*Hagen, 
and Andrew Greenberg) 


Barb Armata, Stuart Beel, 
Andrew Kudelka.John Matson, 
Ron Spencer, Joshua Gabriel 
Timbrook 


White Wolf Game Studio 
780 Park North Blvd., Suite 100 
Clarkston, GA 30021 
<wolfmail@aol.com> 
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vf£ 


mfifibHlyMlI 


Ravenous Rage-rs, rejoice: 
here's another platter of red 
meat to fill your rumbling 
tummies. Legacy oj the Tribes 
brings the total number of 
platters—er, supplements—to 
four. I never dreamed that 
White Wolf would be able to 
milk the rather narrow concept 
of battling werewolves to this extent, which, 
depending on vour level of cynicism, is testa¬ 
ment to 1) the games popularity, 2) the inge¬ 
nuity of the designers, or 3) the avarice of the 
marketing department . I suspect it s a little of 
each. No doubt about it, though: Legacy of the 
Tribes is an attractive, appealing expansion to 
one of the industry's most engaging games. 

The art, for example, adheres to the gener¬ 
ally high standards established in previ- 


benefits and defensive requirements fora*pin 
ers to address some tough tactical questions. 
Kudos to designer Justin Achilli both for keep¬ 
ing the mechanics simple and for his clear, crisp 
text. 

In addition to a new type of card, we lint 
plenty of new Characters (which dominate this 
particular expansion). Equipment, and Moots. 
The set s most enticing new cards, however, are 
found among its Gifts, such as Open Wounds 
(it magically opens the wounds of the targeted 
character, causing them to fester and become 
infected) and Patagia (it forms the user’s ski 
into baggy flaps, giving him or her a limited 
power of flight). I didn't find any earth shakers 
among the new additions, but neither did I find 
any cards so poorly conceived that I felt com¬ 
pelled to rip ’em up and flush 'em down thejohn. 

(1 lev, it happens. The first time 1 played Spell 


Art* 


ous supplements (in the interests of full : 
disclosure, you should know that 
White Wolf sent me a playtest set that 
contained only a fraction of the to- 
be-published artwork). This time, 
however, the artists downplay the 
gore a hit in favor of a more surreal, 
psychedelic style: a Gift card 
called the Ultimate Argument 
of Logic looks like an exploding 
kaleidoscope, and Wyldkin Kami 
resembles Swamp Tiling on an 
acid trip. The shapeshifters of 
Legacy don’t have much in com¬ 
mon with traditional werewolves; 
instead, they look like something 
hallucinated by Timothy Learv. 

The new rules comprise only a few para¬ 
graphs and mostly cover common-sense stuff 
(for example, a character can't be in the same 
pack as a character designated as a Rival). The 
most interesting new rule deals with a new card 
type of card called Territories. A Territory is a 
specific location controlled by a specific pack, 
and as long as the pack maintains control of its 
Territory, its members gain a special advantage. 
Players deploy Territories during the Equip/ 
Ally Phase; deployment is considered an 


fa 



lire, 1 was flushing all night.) 

Unlike The IVyrm, which intro¬ 
duced exciting new elements like 
corporate throat-cutters, Legacy 
doesn’t expand the game in any sig¬ 
nificant way. (The addition ofTcr- 
ritories adds an extra element, but it 
does not radically change game play.I 
Many of the card effects arc so triv ial 
that they're hard to get excited about. 
The Head or Gut Combat card, lor 
example, simply gives the opponent 
an opportunity to choose whether he 
or she would like to be slugged in the 
- noggin or the belly; the NacliO Snot 
Event eliminates any single Ciarbagc 
Lood Poisoning in plav (docs this situation 
come up a lot?); and the entirety of the Brutal 
Kick card reads, “No matter where you get 
kicked, it’s bound to hurt.” 

This is not to say that legacy is had; it s jiN 
not essential. If you're happy with the cards 
you already own, you'll probably be able to 
struggle along just fine without these. Ib- 15 
said. Rage collectors will still find plenty to 
love. The off-beat art makes for irresistible eve 
candy, hard-core tacticians should get a kick 
out of Combat cards like Passive Aggression 
and Equipment cards like Flame-thrower, and 


action. As long as they avoid duplication, play- 
ers may put as many Territories into play as aficionados of the~Garou mythos will find 
they like. A Territory may be attacked and enough new revelations about fetishes and 
destroyed during the Combat Phase of elimi- allies ,o justify an investment. Mcat-whc. 

Legacy isn't prime rib. It's not even pot roast. 
Hut it is pretty' good hamburger. 


nated automatically if the controlling pack 
chooses not to defend it. Territories* attack 
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The Z —flies 


TU 


collectible card 


ame from United State 


s Playing 


Cards is now in stores* You may 
think you understand the game, 
and all about CONSPIRACIES 
OP SILENCE, but that’s just 

the tip of the iceberg. 

The word from an undisclosed source is that there are 
SECRET CLUES embedded in the game cards themselves: 
random letters and crooked type in the tabs on the 
folders are only some of the curious artifacts 
alluded to by our source. 

To find out what the deal was, discrete calls were 
made to USPC Games. As it turns out, there is something 
strange going on—actually a contest is worked in the card 
set. Sometimes called “Easter Eggs,” these ersatz errors in 
le cards were intentionally added as clues to lead players to 
discovery of a hidden contest embedded in the card art 
of the Premiere Edition of The X-Piles CCG. 

finding the contest will be a trick in itself: encoded 
rtain game cards is a web address create specially ior 
- contest* Through bribes, blackmail and unsavory 
‘Elates, The Duelist was able to ferret out the first 
i in solving the puzzle: the address to the web site is 
aoroatio. Alter that code is cracked, placers who visit 
special site will find coded (naturally) instructions on 
to enter the main contest. The contest itself is simple: 
a series of specific words hidden on the game cards. 

It it say sound like an awful lot of trouble, the prizes could 
*•11 worth the effort for fans of The Z-Piles: USPC Carnes is 
•ring over 1000 prizes, including a leather Z-Piles jacket, the 
lift Home Videos Series on laser disk, International Home 
•oa which were not available in the USA, plus T-shirts and 
Hite sets of the promo cards, including the very rare No One 
Paranoid" card distributed at GenCon last summer, 
tore information, your best bet is to chec*. out the ne.. 

Saaes website at thex-filescog.com, or email them a 
£ace-of-epades.oom. Good luck! (You’ll need it!) 


■tftdc 1996 Twentieth Century Fox Film Corporation. A ” 

" Collectibie Card Came was d^eloped by NXT Games andis publ.sh^y 
* division of The United States Playing Card Company, 4590 B 
<45212. 








Duke 

Nukem 

3D 


from 


the guys 


downstairs 

by Mike Elliott and 
William Jockusch 


In this ongoing column, 
“the guys downstairs” (on 
WotC’s Research & Devel¬ 
opment team) take a 
break from playing with 
cards to check out the 
latest computer games. 


■ Duke Nukem 3D is the 
latest multiplayer shoot- 
em-up game from 3D 
Realms. The storv line of 
the game is pretty basic: 
the earth has been invaded 
and space aliens are steal¬ 
ing human women to use 
in their devilish experiments. Duke Nukem s job 
is to go through three different scenarios, each 
with a varying number of levels adding up to a 
total of twenty-eight levels. You begin in a 
futuristic landscape of Los Angeles (where the 
story' takes place) and try to fight back the aliens 
and find out their evil plans. 

You have various weapons at your disposal, 
ranging from a handgun to the devastator 
weapon that can take out almost anything in 
vour way. As you progress through the game you 
pick up various weapons and ammo, but the 
aliens become much more difficult to kill. One 
of the best weapons to 
use is the shrinker ray. 
With this contraption 
you actually “shrink” 
your enemies and then 
chase them down and 
step on them. 

Duke Nukem is a 
fast-paced, shoot-em-up 
game that requires not 
only shooting but also 
serious thinking to solve. Unlike the popular 
game Doom, where it s easy to get through by 
just shooting everything, in Duke you have ro 
figure out how to get to certain places and what 
to shoot in order to get there. To encourage 
players along the way, Duke uses sound bites 
like “Damn, that had to hurt,” and “I came here 
to kick ass and chew gum, and I am all out of 
gum.” If nothing else, it makes you laugh. 

When playing Duke Nukem, you are best to 
stay with the shotgun and switch to the larger 
weapons as you need them. The bigger weapons 
(rocket launcher and devastator) are great for 
removing things, but the kickback will occa¬ 
sionally kill you if you shoot something too 
close. It is also crucial in the single-player game 
to take the time and look for the secret rooms. 
Shoot the cracks on the walls to reveal secret 
health bonuses and ammo. Also be aware that if 
you find something to jump on, there is usually 


another reason associated with it. In the 3D 
world of Duke, you can move vertically, not just 
side-to-side (left-to-right). You can interact 
with almost everything in the game, from the 
water fountains to rhe dancing girls (if he 
parental controls have not been activated, that : 
is). Remember this last mention, and pla ng 
the game can be even more fun. 

One of the best options of Duke Nukem is 
that it allows an eight-player “DukeMa\h* 
game. When you have eight players battling in a 
single game, it becomes a shooting frenzy 


between you and your friends—that is, they 
were your friends until you went into battle 
against them. The game becomes a race to -ce 
who can get the bigger guns first. Possessing he 
biggest stick doesn’t necessarily mean that u 
will win automatically. The fact that the game 
has buildings and boxes to jump on means that 
you can get shot from up above and never kn >w 
what hit you. 

We recommend this game for anyone who 
loved Doom. The best way to play this game is 
with other players. This allows you to take >n 
your friends in mortal combat, which is useful 
once you get through the main sequence. 7 he 
graphics, special effects, and excellent multi¬ 
player capability all make Duke one of the best 
shoot-em-up games of the year. ■ 
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Wizards of the Coast, Inc. ("‘Wizards”), the Duelist publications and Wizards' subsidiaries do not endorse, 
authorize or otherwise participate in the secondary sale of Wizards' products or the valuation of these products 
for sale on the secondary market. The prices listed by the advertisers provided herein are for informational 
purposes only and are not endorsed or otherwise ratified by or on behalf of Wizards. 


Infinity Comics & Games, Inc. 

1280 Centaur Village Dr. #3, Lafayette, Colorado 80026 


Telephone or Fax 


1-800-684-2684 

303-661-0860 




email: infinity@infinity-lnc.com 
Online catalog: 
http://www.usa.net/ ~ infinity 


Visa. MasterCard. Discover 
INTERNATIONAL ORDERS WELCOME 


wm 

SINGLES & SETS FROM ALL EDITIONS 


12-4 Sun (MST) 


■ ■I—!■ 


NEUTRAL 

^R@(JND 

New York's 
# 1 Magic " Source 

flnternational Mail-Order Servicel 


Open 7 days a week - Noon until 1 A.M. • All inajor credit cards accepted 
We buv and sell single Magic cards 


; Juzams and Moxes always in stock | 


291 7th Avenue, 9th floor • New York, NY 10001-6009 

(800) 344-GAME 

tel (212) 633-1288; fax (212) 633-0979 • email - info@nground.com 
Webpage - http://www.nground.com 






\THC SUPREME STRATEGIST 

BY BARON VON REICHER III 


Enter a contest to win a 
TIME WALK (1ST PRIZE) 

TIME TWISTER (2ND f*RIZE) 


Send SI.00 cash for S/H, name, 
address and best Mirage combo to: 


TIME CONTEST 
10254 Cherry Hill Drive 
Painesville, OH 44077 


*vs w* /v ro^donv* or trtmar* i Q, 


To Order Baron Von Reicher’s Top Ten Killer Card Combinations. 
Send S10 cash, your name, address or Email address to. 

THE SUPREME STRATEGIST 
10254 Cherry' Hill Drive • Painesville, OH 44077 


This service is not affiliated with or endorsed by Wizards of the Coast, Inc. 
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Jgfjfc, WORLDWIDE DISTRIBUTOR 
HJP OF POPULAR COLLECTIBLES 


GREAT SELECTION 
OF CUSTOM-BUILT 
MAGIC DECKS. 


THE LEADER IN MAGIC: THE GATHERING' 

FREE 
CATALOG 


Wl C MMI 
AD JinjiM. ficU 
lorn Ir wm ‘ 


ALPHA 

BETA 

uHtmmo 

Ktvtsftr 

AXABLAN worm 
ANTKjornrr 

lcgfnds 

THE DARK' 
FALLEN EMPIRES 
ICE AGE 
cmoNicits 
homelands 
alliances 


POPULAR LICENSED 
COLLECTIBLES 

Star Wars • Star Trek 
The Shadow • Barbie' 

CL lot' • Disney • Warner Bros. 
Super Heroes • Nightmare 
Before Xmas Cartoons 
TV Movie Memorabilia Posters 


MIDDLE I 
STAR TREK* 
STAR WARS* 
MYTHOS' 
X-FILES* 
MAGIC' 


Call anytime (941) 927-8398 
Fax orders (941) 927-9495 
Email:TNCMagic@q-net.net 


TNC 6113 Clark Center Ave., Sarasota, FL 34238 USA 
MINIMUM SHIPPING & HANDLING $4.00 


Wte accept checks & money orders plus fWOri V«a. Express A Drover 
^ Y* sty worH*tde~OKrnGht senna a mtobk 
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COINS AND CARDS 
P.0. Box 409 Due 
Arthur, IL 61911 


c/o The Mini Card Company • 74*52 B&A Blvd., Glen Bumir, MI) 21061 

Tel: (410) 766-5841 • Fax: (410) 582-9738 

bnuuh cb'w4k.'Lark .net 


BOX 

.$269.00 

.$269.00 

....CALL 

.5379.00 

....CALL 


Revised* Starter. 

Revised Booster. 

Fourth Edition Start/Boost 

The Dark *. 

Eallen Empires . 

Ice Age Starter. 

Ice Age' Booster. 

Chronicles' . 

Ugends *. 

Homelands' . 

Alliances' . 

Mirage" Starter/Booster. 


$329.00 


$239.00 


SI 49.00 
$49.50 


Complete 

$199.00 


....CALL 

....CALI 

.$999.00 

....CALL 

....CALL 

....CALL 


$79.00 

$993.00 

$59.00 

CALL 

CALL 


Call for this weeks special! 

we Buy and sell single cards from all M:TG sets! 
Complete sets! 

Current boxes of M:TG available. 

Arena and Sewars of Estark available. 

CALL FOR THE LOWEST BOX PRICES AROUND! 

Your Galactic Empires™ source 
Monthly tournaments in the Balto-Wash area 


Prices current as of 10/17/96. Call for latest prices. 

We BUY a SELL sets, packs, boxes, and singles for most 
Magic: Tne Gathering* series. 

We also sell other game cards. 


CALL OR WRITE FOR FREE GAME CARDS CATALOG 

Tel: (217) 543-3366 • U.S. Fax: (800) 500-3117- Overseas Fax: (217) 543-3732 
Internet Email Station Code: pjccpdial.illinois.net 
HOURS: 8:00-6:00 CST Monday thru Friday • 81)0-6:00 Friday • 8.00-3:00 Saturday 
^^^^^Vjwourentire catalog on our Web Site at: wuwpjcc.com 


Check/M.O./MCyV'ISA/DISCOVER accepted. 


WfajwherftfwCotr l>UgrTWC4rt»rVv <MI,f *9*'. Hontowh' Gwmttn' mi *2 ci WVurtli * Cow kw 

Iktnirm* rt prod* ro by Vtturfc p* tfc* C rv«2. Inc wxVr let**,- tram R laFvy^ Cjmrv 
fevW/jrdx f< tKf CojM* k(w Mosl pitxAitt funrnar **k™*\' ^ by ihr tto* promts, Uv* of name c 4, 
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THUNDER & LIGHTNI 

THE MAIL-ORDER HEADQUAR 


LI CARDS, INTERNATIONAL 
RS FOR THE WORLD!!! 


Single Cards 


ftCJMth 


• IVe carry a 
full selection of 
out-of-print products 


flow to reach us: 


UCHTN/Mc \ 


:al| Toll Free: 1-800-200-1991 
24-flour Fax: 818-563-4996 
International: 818-972-5900 


• For a complete 
catalog please call 
818-972-5900 


IVe accept: Checks, 

Money Orders, AMEX and V ISIT OUK retail STOKE LOCATED AT 


Email: thunder bolt3rnsn.com 
or tlgaming@aol.com 

Mailing Address: P.O. Box 41-1148 
Los Angeles, CA 90041 


1507 COLORADO BLVD. 
LOS ANGELES, CA 9004 1 
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DRACTUS 




YOUR GAMING 
DISTRIBUTOR 



DRACTUS PUBLISHING IS PLEASED TO BE AN AUTHORIZED 
DISTRIBUTOR OF THESE FINE WIZARDS OF THE COASTS PRODUCTS: 




Visions, is the newest limited edition expansion 
set for Mirage and Magic: The Gathering*. Visions 
features over 160 new cards with beautiful art and 
challenging strategy. 




Overwhelming firepower. Superior combat tactics. Thirty-foot killing 
machines. This fall, the field belongs to the BATTLETECH trading 
card game...and you're in the drivers seat. Do you have what it takes 
to survive ? Play the trading card war game of the future. Starter decks 
contain everything you need to play including dice and counters. 



Mirage, the second stand-alone expansion for 
Magic: The Gathering', is here. Over BOO new cards, 
all-new art, and new abilities unhinge traditional 
Magic: The Gathering game play. 




WE CARRY THE FOLLOWING PRODUCT LINES 


Aircel Comics 

Decipher 

Global Games 

Systems 

Pioneer Videos 

U.S. Games Systems 

Atlas Games 

Dream Pod 9 

Heartbreaker 

Koplow 

Precedence 

West End Games 

Avalon HHI 

Error 

Hogshead Publishing 

Last Unicorn 

Rat Partha 

White Wolf 

Black Dragon Press 

FASA 

Holistic Design 

Optknus Design Systems 

Reaper 

Wizards of the Coast 

Casino Books 

Fleer/Skybox 

Iron Crown 

Mayfair 

Rembrandt 

Wildstorm 

Chaosium 

Flying Buffalo 

Enterprises 

Palladium 

R. Taiborian Games 

Wizard Press 

Companion Games 

FPG 

Kenzer & Company 

Phage Press 

Scrye Magazine 

Wordware Press 

Daedalus Studio 

Geo Hex 

Khalsa Brain Games 

Pinnacle 

T.S.R. 

Xeno Games 


RETAILERS ONLY • call (61 i) 744-5225 

or fax (613) 744-6783 for Price List & Details on Specials 


GINA 


WHOLESALE, INC 

DIM Kim TORS Of UN! R GAMING PRODt t IS. 
SPORTS ( ARDS. SON-SPORTS, ft ''l PPllfS 
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Visions' • Mirage ' • Alliances 
Netrunner —the new Richard Garfield game 
Homelands' • Chronicles' • Ice Age • Fourth Edition 
Revised (Third) Edition • The Dark* • Legends' • Antiquities' 

Jyhad /Vampire: The Eternal Struggle 

STAR WARS* • STAR TREK* • MARVEL COMICS OVERPOWER" CAME 
SHADOWFIST • GUARDIANS" • MIDDLE-EARTH" • DRAGON DICE" 
RAGE" • DR. WHO" • MONTY PYTHON" • MYTHOS" 


PLUS MANY OTHER SPECTACULAR GAMES! 

We sell to retailers only! 

IVV do not sell to the general public! 


WE ALSO DISTRIBUTE THE COMPLETE LINE OF 
ULTRA PRO™ DECK-PROTECTOR PRODUCTS 


[ -.vat prices • No minimums • Same-day shipping • Personalized ser\ ict* 
Next-day/2nd-dav shipping available • Call for our FREE CATALOG. 

ONE CALL DOES IT ALL! • 9 A.M.-9 P.M. EST 

We Have Moved! 



GNA WHOLESALE, INC. 

12 Kendrick Rd., Unit #3 • Wareham, MA 02571 

Lx'ated at Wareham Industrial Park - Exit 21 on Rt. 195 

(508) 291-0030 *FAX (508) 295-2853 





Your collectable card game source: 

SHcvbr-r'cvxcul 
CJamcs 







Now taking pre-orders on 
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DCI Sanctioned Tournament 
1st Place $1,000.00 Cash 
December 14 & January 18 

For more info call or check our web [wy 1 


http://www.oadingcards.com 

Phone: 606-225-9410 

304 South Limestone St. • Lexington, KY 40508 


e-mail: cardman@iglou.com 

Fax: 606-252-7145 
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Hours Mon-Fri 10 a.m. - 10 p.m. EST 

Phone: 1-606-878-2936 
Fax: 1-606-878-9061 
email: renvhoek@aqvault.com 
Website: http://www.aqvault.com 


Singles in stock for: Magic’. Foreign Mag 
earth . Star Wars , Star Trek'. Wyvem Jy 
unner . Illuminati \ Rage . and Guardians . 





Shipping Costs: USA/Canada $6, All Foreign Countries $15 




Write, email, or fax (don’t call) for our FREE Magic catalog! 

253 Reynolds Rd., Keavy, KY 40737 


MONTHLY SPECIALS 


Booster Boxes: Ice Age Lord of Tresserhorn $8 
Booster $69. Mirage $CALL. Mana Crypt $22 
$CALL. German Revised Marton Stromgald $4 
$139, Star Wars Limited $69 Polar Kraken $4 
Preacher $12 

Common Sets: Arabian 
(26 cards) $59. Beta $145, 

Dark $12 Legends $49 




Black Boarder Booster 
Packs: Spanish 4th $6. 
Italian Dark $3, French 
Revised $9, Italian 
Legencds. $12 


Psychic Allergy $5 
Sewers of Estark $3 
Skeleton Ship $7 
Skull of Orm $4 
Stone Calendar $7 
Sustaining Spirit $5 
Thought Lash $3 
Tracker $6 
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All Cards VF/NM 

Balduvian Horde $15 
Deflection $8 
Elder Druid $3 
Ghostly Flame $3 
Helm of Obedience $12 
Hidden Path $6 
Karplusan Yeti $3 
Lhurgoyf $6 


Unlimited Singles 
Tournament Legal 
Conditions 

Berserk $30 
Cyclopean Tomb $39 
False Orders $1 
Forcefield $69 
Icy Manipulator $16 
Invisibility $2 
Sinkhole $8 


UL Singles VF/NM 

Grim Feast 

Blaze of Glory $22 

Hakim Loreweaver 

Camouflage $8 

Harbinger of Night 

Consecrate Land $10 

Jabari’s Influence Ins 

Gauntlet of Might $85 

Kukemssa Pirates 

Ice Storm $20 

Leering Gargoyle 

Illusionary Mask $25 

Miser's Cage 

Jade Statue $19 

Paupers’ Cage 

Uch $29 

Political Trickery 

Psionic Blast $20 

Polymorph 

Raging River $26 

Prismatic Lace 

Mirage Rares 

Rashida Scalebane 
Sawback Manticore 

$3, or 4 for $10 

Seeds of Innocence 

Abyssal Hunter 

Spectral Guardian 

Afiya Grove 

Tainted Spector 

Amber Prison 

Teferi’s Imp 

Barreling Attack 

Tereri’s Isle 

Bone Mask 

Telim Tor’s Edict 

Circle of Despair 

Uktabi Wildcats 

Cycle of Life 

Warping Wurm 

Daring Apprentice 

Wellspring 

Discordant Spirit 

Divine Retribution 

Dark $3.50, or 5 for $15 

Early Harvest 

Amnesia, Apprentice 

Emberwilde Caliph 

Wizard, Cleansing 


Fellwar Stone 
Frankenstein’s Monster 
Grave Robbers 
Lurker Mana Clash 
Mana Vortex 
Merfolk Assassin 
Niall Silvain 
Rag Man Reflecting 
Mirror Safe Haven 
Scarwood Bandits 
Season of the Witch 
Sorrow’s Path Wand of Ith 
Witch Hunter 
Worms of the Earth 
Wormwood Treefolk 
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Black Border Foreign 

Demonic Tutor $8 

Disenchant $2 

Evil Eye of Orms-by-Gore $3 

Fireball $2 

Lightning Bolt $4 

Mana Drain $22 

Planar Gate $8 

Relic Barrier $4 

Sword of the Ages $15 
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For more information, 
contact Bob Henning, Advertising Manager 
(206) 204-7262 
email: bob(® v wlzards.com 
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THE MAGIC CARD COMPENDIUM 


The Magic Card Compendium is a complete checklist and price guide for 
all Magic: The Gathering' cards. The Compendium lists all cards released 


from the Alpha Edition to the new Alliances expansion set and even lists 
the promo edition cards released only in special offers. With over 2200 
card listings, the Compendium arranges each one alphabetically by card 
title and includes information on card set, color, rarity, and current market 
value in an easy to read format. If you've been driven crazy because you 
remember the name but not the set, then the Magic Card Compendium 
holds the answers for you. To own your copy of this incredible resource 
guide, please send S2.00 to: 


The Saratoga Sci-Fi Shop • (518) 584-2699 

Wilton Mall #75 • Saratoga Springs, NY 12866 


We specialize in Magic 9 Singles 


Singles—Sets—Boxes 

BUY ♦ SELL ♦ TRADE 


Our singles (with exceptions) 
are priced at MEDIAN SCRYE for 
AN, Leg, Alpha, Beta, Unlimited. 
The rest are LOW SCRYE! 


Sanctioned Tourneys 
every Saturday and Sunday! 


International and Domestic 
Orders Welcome 

OPEN 7 DAYS A WEEK 11AM-9PM 
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YOUR #1 SUPPLIER FOR GAMING CARDS! 
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Dragon Dice * and expansions 
Middle-earth ’ 

Star Trek: The Next 
Generation* 

Star Wars* 



We carry 
it all! 
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LOW PRICES!!’- 

Come visit our huge retail store 


Major League Entertainment 

4405 Wut Saginaw Hwy . Lansing, MI 48017 
Phone (517) 323-3299 • Fax (517) 321-6389 
Inti orders accepted! • Email erothw@aoLcom 


CEE-JAY 


We Stock All M:TG" Foreign 
Boosters A Starters 

Sunset Industrial Park. 52-20th St. Brooklyn, NY 11232 
Phone:(718)832-5296 Fax:(718)832-6792 Emailcee-jays@ix.netcom.com 
Mon-Fri: Noon-7:30 p.m. EST Sat & Sun: CLOSED 


WIZARDS OF THE COAST* 

Afconces complete set. —--.•fooLxwrlbPnnt 




■ - M. i 

To subscribe, complete this form and send with payment to: | 

The Dualist, Wizards of the Coast, Inc., P.0. Box 469086, Escondido, CA 92046 
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psaae prrt) 

Addrew 



State Zip Country 

^one Number 

Age 

^YUENT METHOD 

-- Check Enclosed (peyabte to The Due*sft 

□ MasterCard □ Visa P Discover 

£»wil5irr*S 

Expiration Date - 

S^nafcw " 



oa for $30 95 Sand U.S. tune* onhf. 


MKBPL15 


A&ances™ boosters. — 

ArtiqutiesfS complete set.. 

_wo Lee To rmt 

__295.00 

.Pack 25 00 

Arabian Knights complete set. 

nvArw'laclv 

_..795.00 

.75.30 

L/TuX»C/it» . 

.Too Lew 1b Pnrrt 


rw. .^.OO 

. 

Fader Emptes 1 " complete sat ... 
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..Too Low To Pmt 
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ruuriri cutout . 

Forth Edition ■* gift boxes- • 

_Too Low 1b Pnrrt 

...65 00 

Homelands™ complete set- 

Urynaiaryk h/wfor ..... 

....Too Low 1) Pmt 

Homelands {French or German 

Ice Age’ - complete set- 

l„y Ana rwvctort! 

___7400 

.....24900 

.Too Low To Pmt 

I^A^eteriere ... TOO LOW TO Ptfot 

was rfj »» .. 

hJaasitfl hnrtcAnro .. 

.... . ...TboLowToPm! 
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Mutiverse Gift Set.. _ 
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We specialize in international accounts! We beat the competition. 


Call Dealer Division Hotline (203) 878-8100 
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Y bur opponent is Brandon. It is the beginning of 
Brandons upkeep. At the beginning of his next 
upkeep, Brandon will die from your Cursed Lands. 

I Jnfortunately, you know (thanks to a Memory Lapse) that 
during his draw phase, Brandon is going to pick up Chain 
Lightning. As you only have 3 life left, you cant allow Bran¬ 
don the opportunity to cast it. Therefore, you have to find a 
way to tap or destroy all of Brandon s red mana providers 
during his upkeep so that Brandon will be unable to hit you 
with his Chain Lightning during his main phase. 


Mountain (3) 


Snavr-Carotd 

Mountain 


YOU (BLACK/BLUE) 



Ashnods 


Balduvian 


j 


DIFFICULTY 


\ tedium 


Transmogrant 


Conjurer (V2 






CARD HIGHLIGHTS 



Crown of the Ages # 

#, Q: Switch target enchantment 
from one creature to another; the 
enchantment s new target must be 
legal. The controller of the enchant¬ 
ment does not change. Treat the 
enchantment as though it were just 
cast on the new target. 



Phvrexian Gremlins % # 

Tap Gremlins to tap an artifact. As 
long as Gremlins remain tapped and 
in play that artifact does not untap as 
normal during its controller’s untap 
phase. You may chix>se not to untap 
Gremlins during your untap phase. 



Power Artifact # # 

TTe activation cost of target artifact is 
reduced by ®. If this would reduce 
target artifacts activation cost below 
target artifacts activation cost 
becomes •. Power Artifact has no 
effect on artifacts that have no activa¬ 
tion cost or whose activation cost is #. 


H Seizures % £ 

Whenever target creature becomes 
tapped, that creature $ controller 
pays 9 or Seizures deals 3 damage 
to him or her. 


Stumped? 
Fear not. 

Hints fir the two 
solutionless puzzles 
can he found on The 
Duelist website at 

< http'J/www. wizards. 
com>. Iam still happy 
to take feedback at 

< woodfi&wizards. com> f 
hut I no longer have time 
to correct solutions, as 
the volume has finally 
overwhelmed me. 
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Skers of the 
Flame 2/2 



Badlands 


Swamp (2) 

YOUR HAND 



3 LIFE REMAINING (aftkr taking cursed land damagf.) NO CARDS IN HAND 






Racing Spirit 3/3 
with Paralvzc 


Wall of Shadows 0/1 


Wall of Meat 2/6 


Basalt Monolith 





Badlands enchanted 
with (your) Cursed l.and 


Badlands enchanted 
with (your) Cursed Land 


Badlands enchanted 
with (your) Cursed Land 



11 ) 

A \ / 


Dark Ritual Transmutation 







Infuse 


Infuse 


Mind Bend 


Umummon 
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Mou/nos 


A Heap 
of Trouble 


DIFFICULTY 

WtKSSBSSMM 

I accidently 
dropped 24 
Mirage cards. 
Before I picked them 
up, I noticed that it 
was possible to iden¬ 
tify all 24 cards from 
the way they were 
positioned. Feel up to 
the challenge? 
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Just a 
Phase 


Y bur opponent is 
Didi. She has been 
playing a very 
• defensive duel, planning 
tn run vou out of cards* 

I Toying with you, she used 
a handful of Dark Rituals 
late in the game to cast a 
Sealed Fate and tell you 
the exact order of every 
card in your library. 
Thinking about what 
I cards you have remaining, 
you finally realize that 
I diene is a way for you to 
defeat Didi. She has just 
(Waned die end of her 
main phase. Defeat Didi 
before she can draw 
another card. 

DIFFICULTY 


JUI 



Wall of Shadows Wall of Shadows 0/1 Wall of Vapor Swamp (3) Island (2) 

0/1 with Flight o/l 

YOU (BLACK/BLUE/RED) 2 LIFE REMAINING NO CARDS IN GRAVEYARD 



Swamp (3) Mountain (2) 



Island (2) 


Black Mana Battery 
10 counters 


Blue Mana Batten- 
2 counters 




Casting of Bones • • 

If enchanted creature is put into the 
graveyard, draw three cards. Choose and 
discard one of those cards. 

Krovikan Plague $ ♦ 

Play on a non-wall creature >x>u control. 
Draw a card at the beginning of the 
upkeep of the turn after Krovikan Plague 
comes into play. •: Tap enchanted crea¬ 
ture to have Krovikan Plague deal 1 dam¬ 
age to target creature or player. Put a 
-0/-1 counter on enchanted creature. 



Hakim, Loreweaver • # • 

Flying. •#: Put target creature enchant¬ 
ment card from your graveyard on Hakim, 
Loreweaver. Treat that enchantment as 
though it were just played. Use this ability' 
only during your upkeep and only if there 
are no enchantments on Hakim. 

Destroy all enchantments on Hakim. 



YOUR FI AND 



Reality Ripple 



Consuming Ferocity 
+ 1/+0 


YOUR LIBRARY 


(LAST 6 CARDS) 



#1 Feast of the Unicom *2 Syphon Soul #3 Final Fortune 

+4/+0 



#4 Dark Ritual 


#5 TclimTors Edict #6 Howl from Beyond 
-X/+0 
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Step-by-step 
solutions to last 
issue's “Magic: 

The Puzzling" 

by Mark Rosewater 

The Fugitive makes life on the 
run seem a lot more glamorous 
than it really is. In order to avoid 
the Turkish authorities and 
black-market organ dealers, I’ve 
had to disguise myself as a travel¬ 
ing avocado salesman. I’d been 



• • u w • 


Poison , My Pretty 

Published in Duelist #14, p. 98 

S ince the goal of this puzzle is to allow your Pit Scorpion and Marsh Viper to deal 
damage to Dorothy, the first thing you want to do is figure out how exactly you can 
rid Dorothy of her blockers. After checking your cards in play and in hand, you 
notice that you have four cards for creature removal: Brothers of Fire, Orcish Artillery, 
Earthquake, and Immolation. The most obvious choice seems to be Earthquake, as it is 
the only card of the four easily capable of destroying multiple creatures. This creates a 
second problem. In order to destroy Dorothy’s creatures, you will need to cast a 4-point 
Earthquake. 1 low can you do this with only 1 life? 


searching high and low for infor¬ 
mation about my fiancee when I 
finally lucked upon a very talka¬ 
tive guacamole lover. It turns out 
that Leah was last seen boarding 
a plane bound for Sri Lanka. 

But the oddest thing was the 
description of her companion. 
Supposedly, she had been spotted 
traveling to the tiny island nation 
with... me! I don’t understand 
what that means, but as soon as 
I fill you in on this issue’s solu¬ 
tions, I plan to catch the next 
plane to the Asian nation for¬ 
merly known as Ceylon. 


1) During your main phase, tap a swamp, 
a forest, two mountains, and your Strip 
Mine to add three black, three green, 
six red, and three generic mana to your 
mana pool. 

2) Use two red (one used as generic) and 
three other generic mana to cast a 4- 
point Earthquake. This will deal 4 
damage to both you and Dorothy as 
well as all the grounded creatures 
(Dorothy’s Pearled Unicorn, War 
Mammoth, Durkwood Boars, and 
Grizzly Bears, as well as your Pit Scor¬ 
pion, Marsh Viper, Brothers of the 
Fire, El 1 lajjaj, and Orcish Artillery). 
You now have three black, three green, 
and four red mana in your mana pool. 

The answer to the Earthquake problem 
rests in three cards: Jade Monolith, Inde¬ 
structible Aura, and Nova Pentacle. These 
three cards allow you to redirect and pre¬ 
vent the damage. 

3) Use one black, one green, and three 
red mana (all used as generic) to acti¬ 
vate your Jade Monolith to take the 
damage done to the Pit Scorpion, 
Marsh Viper, Brothers of the Fire, El 
I lajjaj, and Orcish Artillery to your¬ 
self. You now have 20 damage coming 
your way and two black, two green, 


and one red mana in your mana pool. 

4) Use two black and one green mana (all 
used as generic) to use your Nova Pen¬ 
tacle, shifting all 24 damage from the 
Earthquake (yes, it is all from the same 
source) to a creature of your opponent’s 
choice. Tap a Fell war Stone for white 
mana, and cast Indestructible Aura on 
whichever creature Dorothy chooses. 
You now have one green and one red 
mana in your mana pool. 

Next, you need to find a way to destroy 
Dorothy’s two flyers. The Immolation will 
help make Scrra weak enough for the 
Orcish Artillery to destroy it. 

5) Use one red mana to cast Immolation 
on Dorothy’s Serra Angel. It is now’ a 
6/2 creature. 

In order to destroy Dorothy’s Scrra Angel 
and Mesa Pegasus, you are going to have to 
take some damage to yourself. This 
requires you to find a way to gain life. After 
a quick scan of your cards, you find that 
El-Hajjaj is the only card capable of gain¬ 
ing you life. 

6) Use one green mana to cast Giant 
Growth on El Hajjaj, making it a 4/4 
creature until the end of the turn. 

7) Declare your attack phase. 

8) During your attack phase, declare Pit 
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Scorpion, Marsh Viper, and El 
Hajjaj as attackers. 

It is important that you wait to use the 
Brothers of Fire and Orcish Artillery 
until after you have declared your attack, 
is their activation will cause your life to 
jrop below 0. You will then have until 
the end of the combat phase to get back 

above 0. 

9) Then, during the fast-effects phase 
following declaration of attackers, 
tap the remaining mountain to add 
three red mana to your mana pool. 

10) Use three red mana to activate 
Brothers of Fire and deal 1 damage 
to Dorothy’s Mesa Pegasus, killing 
it. This will also deal 1 damage to 
mu. You are now r at 0 life. You have 
until the end of the attack phase to 
get hack above 0. 

11) Tap the Orcish Artillery to deal 2 
damage to Dorothy’s Serra Angel. 
With Immolation on it, this will 
destroy it. It will also deal 3 damage 
to you. You are now r at -3 life. 

12) Continue the attack. Without any 
blockers, all three of your creatures 
will hit Dorothy. The Pit Scorpion 
and Marsh Viper will deliver 3 more 
poison counters, defeating Dorothy. 
Meanwhile, El Hajjaj deals 4 dam¬ 
age to Dorothy, gaining you 4 life 
and putting you at 1 life, thus allow¬ 
ing you to survive the attack. 

Lots of Fish 

Published in Duelist# 14, p. 101 

A number of people have asked 
where this puzzle got its title. 
That s an easy one: hidden 
within the puzzle are numerous “red 
herrings. The actual puzzle is a little 
ITie secret is to figure out how 
■ ' TJ ^ going to get a creature through 
frlU defenses. After much aggravation 
-ymgto remove the blockers, you have 
Ornately come to the conclusion 
you cannot remove all of Bills 
^Ackers and still have enough mana to 
* damage. With this in mind, you 
2 ^ Xo a way to get past Bills 
T" nses "^hout destroying his creature. 
. inswer to this problem rests in 
B| Us Dwarven Warrior. 

^ during your main phase, tap Fell- 
^ar Stone, a sw amp, five forests, 


Fyndhorn Elder, and tap and 
remove two counters from the 
Green Mana Battery to add one red 
(used as generic), one black, and ten 
green mana (eight used as generic) 
to your mana pool. 

In order to have enough mana to solve 
the puzzle, you need to sacrifice a crea¬ 
ture to the Soldevi Adnate, and since the 
Soldevi Adnate is the only creature avail¬ 
able, you have to sacrifice it to itself. 

2) Tap and sacrifice the Soldevi 
Adnate to itself to add two black 
mana to your mana pool. 

3) Use one black and one generic mana 
to cast Grave Servitude on Bills 
Dwarven Warrior. This will reduce 
the Warrior’s toughness to 0, 
destroying it. 

4) Use one black and one generic 
mana to cast Animate Dead on 
the Dwarven Warrior. 

Once you have the Dwarven Warrior, 
you need to weaken your attacker to 
make it unblockable. You chose the 
Giant Mantis, as it has the highest 
toughness. This will prove to be impor¬ 
tant in a few steps. 

5) Use one green and one colorless 
mana and tap Pradesh Gypsies to 
give the Giant Mantis —2/—0 until 
end of turn. It is now a 1/5 creature. 

6) Tap the animated Dwarven Warrior 
to make the Giant Mantis unblock¬ 
able until end of turn. 

The Crown of the Ages is effectively 
used to further pump up the Mantis’s 
toughness. 

7) Use four generic mana and tap the 
Crown of the Ages to move the 
Web from the Pradesh Gypsies to 
the Giant Mantis. It is now a 1/7 
creature. 

Transformation is the key to pumping 
up the Giant Mantis so that it will deal 
enough damage. 

8) Use one black and one generic 
mana to cast Transmutation on the 
Giant Mantis, changing it from a 
1/7 creature to a 7/1 creature until 
end of turn. 

9) Use one green and one generic 
mana to cast Armor ofThorns on 
Giant Mantis, making it a 9/3 
creature. 

10) Attack with the Giant Mantis to deal 

9 damage to Bill, defeating him. * 


Corrections for 
The Puzzling Book 

I t seems my evil twin was very 
busy sneaking mistakes into the 
Puzzling book. Below are correc¬ 
tions for all the incorrectly printed 
puzzles and solutions: 

“ANY CARD WILL DO** (pp.10-110), Scenario #2: 
The Weakness needs to be moved to the Durk- 
wood Boars rather than the Hypnotic Specter. 
The Lightning Bolt is then used to destroy the 
Specter. As written, the Goblin Mutant is 
unable to attack (Green Warded or not) as the 
Durkwood Boar’s power is too high. 

“ONE AND ONLY” (p. 12): 

Beth, your opponent, should only have three 
forests in play on her side. With four forests, 
the printed solution is incorrect as Beth could 
use the four mana to prevent the last point of 
damage she would recieve. 

“CHECKED 0UT“ (pp. 22-23): 

Follow steps I through 5 as printed. 

6) Tap both plains and your Fellwar Stone to 
add three mana to your mana pool. 

7) Use the three mana to activate your Coral 
Helm. Randomly discard a card. If this card is 
your Tundra Wolves discard it. If not, use your 
Library of Leng to put the card on top of your 
library. If you discard the Tundra Wolves, you 
need to use a Dark Ritual to get three mana to 
activate the Coral Helm a second time, discard¬ 
ing the random card to the top of your library. 
Skip steps 8 through 12. 

Follow steps 13 through 15 as printed. 

“THE GOOD, THE BAD AN0 THE VERY UGLY” 
(pp.24-25): 

The Goblin Digging Team and Ali Baba should be 
swapped with one another. Then, in step 6), use 
the Goblin Digging Team to destroy the Wall of 
Spears and In step 14) use the Pyrotechnics to 
destroy Ali Baba. 

“EIGHT IS ENOUGH" (pp.52-53). Infinite-point kill: 
The solution forgets to put both Spirit Links on 
the Brothers of Fire. Without it, you do not 
gain in life and will have a hard time creating 
an infinite loop. To put the second Spirit Unk 
on, you need to sac¬ 
rifice an extra life 
to Channel, which 
you then convert 
to white through 
the Farrelite 
Priest. 
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COMMENTARY 


Lost in yhE sHuFFLe 




by Richard Garfield 


liar’s Din 




I 


don’t have any big topics weighing on 
my mind right now, so I will take this 
opportunity to tell you about one of my 
favorite traditional games, Liar’s Dice. 

This game goes by a lot of different 
names, so even if you don’t recognize 
the name, you still might know it, and if you 
do recognize the name, you may be thinking 
of a different game. 

Liar’s Dice is good for two or more players 
but best with three to eight. You need an 
opaque cup and five dice. Each player has three 
lives, represented by counters. 

Each hand ends in a challenge between two players. 
Whoever loses the challenge loses a counter, whoever wins the 
challenge starts the next round. When you have lost all of your 
counters, you’re out of the game. (We usually play that the first 
person to go out gets a bonus life.) The last player remaining 
wins the game. 

Determine who goes first randomly. The person who begins 
the round rolls all five dice under the cup so no one else sees 
what is rolled. He or she peeks at the dice and calls a type of 
poker hand (see chart), claiming that there is at least that 
good of a hand under the cup. As long as the value of the 
hand rolled is greater than or equal to that of the 
hand claimed, the starter is considered to be telling 
the truth. 

Example: Naoko rolls, peeks, and sees 3-3-4-4-6. He 
calls, “Pair of fives.” Naoko is telling the truth since the 
l hand, which has two pairs, is better than or equal to a pair. 

Play proceeds to the left. The next player may challenge the 
claim by lifting the cup and revealing the dice for everyone. If 
the claim was true, the challenger loses the hand; otherwise, 
the starter loses the hand. Whoever loses 
the hand loses a counter, whoever wins 
the hand starts the next round. 

If the player does not challenge, he or 
she peeks at the roll and then tries to 
improve the hand by rerolling 
some or all of the dice. The 
player has two options. 

He or she may 1) reroll 
some or all of the dice 
on the table and 
leave the rest hidden 
under the cup, 2) reroll 
some or all of the dice under the 
cup and put the rest on the table. 






Hand Types 

Description 

Example 

Paif 

Two dice are the same 

3-3-2-1-5 

Toro Pair 

Two pain 

2-2-A-6-2 

Thrw-of-a-fcnd 

Three dice are the same 

1-I-I-3-5 

Straight 

Five dice in sequence 

I-2-3-4-5 

full House 

Tbree-of-a-kind phis a pair 

5-M-4-4 

Four-of-a-fond 

Four dice are the same 

3-3-3-3-4 

fjvt-of-a-fcnd 

A8 dice are the same 



Example: The player on Naokos left, Vera, believes Naokos 
claim and peeks at the dice. She leaves the pair of fours hidden and 
rolls the rest of the dice on the table, rolling a 3-5-6. 

After rerolling, the player makes a claim, which must be 
higher than the previous player’s claim. 

Example: Vera has to claim a hand better than a pur, 
since that is what Naoko called, but she only has a :\iir 
of fours. Vera calls, “Threefives,”hoping that tE ext 
player will think that the two dice she had kept hidden 
were the pair of fives Naoko supposedly had. 

If your claim isn’t specific, the next player may 
assume it is the lowest-value hand of its type and may 
be able to pass the hand simply by claiming a 
higher-value hand of the same type. 

Example: Since Naoko called, "Pair offices* 
Vera can assume he means 5-5-1-2-3, the lom- 
est-value pair-offives hand possible. After 
rerolling, Vera co uld pass her hand, calling, 
“Pair offives—a one, two and four, ° since 
that is a higher hand 

The game involves a lot of strategy and psychol¬ 
ogy. Don’t automatically call the biggest hand you can; 
consider undercalling sometimes. For example, if 1 call, 
“Two pair—threes and fours” and pass two pairs of ones 
and sixes, I am not lying (since I have better than I 
claimed). My neighbor can pull the odd die out nd 
have a good chance of either getting a full house or 
looking like she has a full house. 

Liar’s Dice is often regarded as a drink¬ 
ing game, which is a shame since it really 
is just as fun without alcohol. The same is 
true for The Great Dalmuti, which was 
based on a traditional game that was often 
played in the U.S. as a drinking game. 

In fact, there are many drinking games 
that are good games underneath, but this 
certainly isn’t the rule. Take, for example, 
the drinking game I learned from my 
friend Jim Lin, called Drink: On vour 
turn you point at someone and say, 
“Drink.” They must drink, and then it is 
their turn. See what I mean? t 


•fc compare At vafatt of to funds of the same type. compare the 
bo* set of Ace first (m to fcl houses, compare the triplets. for 
example) WW« comparing to tm-pzr hands, compare the largest 
paw of each hand first When comparing two straights, corr^are the 
foghtH At of each. W to'* not sure, consult a booh that 
faento poker hands m dead or ash the poker pfayer m your fanly. 


Richard Garfield's favorite game so far is a 
jumping game he learned in the Far East. We 
would have printed the rules, but we were 
afraid readers would be discouraged by the 
number ofelephants required to play. 
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For Windows 95 PC 
U.S.: 1-800-695-GAME 
Europe (UK): 0891 555 1J1 * 

http://www.microprose.com 


c R itinas. magic: the gathering «> 1990 Wizards 

‘vs call a. II terminate after six minutes at a maximum c ost of 0-49- C ail regisUmTtrademarks of Wizards of the Coast Inc. ^^P^seSoftwa^. 
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c. is an official licensee, microprose is a registered trademark of M.croProse Software. - 









.♦.it left in its wake the most 
revolutionary new RPG game to date. 


A ll the wizards and magicians in the Realms could never have predicted what happened that 
mystical night in the dungeons of Undermountain. After all of their spells, conjuring,and 
attempts to see the future, the future literally crashed down upon them. With deadly force. 

It left an indelible mark. It affected their vision. Their movement. Their way of 
life and death. It changed their history as well as their future. 

Introducing DESCENT TO UNDERMOUNTAIN", the most revolutionary new AD&D* 

FORGOTTEN REALMS action RPG game in centuries. Rased on the hugely successful Descent 

engine, the dark inhabitants of Undermountains stone belly 
now experience 3D vision and 360° movement. Perhaps it 
was the strange visitor from the future. Perhaps fust the ^ 
trauma. But multiple characters are now developing in the 
cracks and under the rocks of ancient caves. 

All of this, along with multiple player options has forever changed the face of the AD&D* FORGOTTEN REALMS world. 
What came down from the hereafter that fateful night, is certain to continue down into history. And down. And down. And down. 




iO lulr l"W**K Ur 




When the 

award-winning 
Descent game 
engine landed in AD&D 
game's most famous world, 
the FORGOTTEN REALMS*... 



' The award winning Descent' meets the most famous AD&D* world, 
the Forgotten Realms* 

i Full 3D, 360° first person action based on the hugely successful 
Descent" Engine 

» Character Development in over 20 different magic-ridden dungeon levels 
i First AD&D* action RPG with up to 4 player modem/network option 


1 ! 


Available on PC CD-Rom 



■Y GAMfXV K* UAMMS." 


Download the interactive preview at wwwiinterplay.dragonplay.com 
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